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Dixons games testers don't just play the long ball game. 
When we test a football game, it's got to be on top form. 

To pass our fitness test, 
the more you play it, the better the gameplay's got to get. 
It needs to be as realistic as the sting from a wet plastic ball 
on the thigh and as exciting as a Brazilian forward line. 


Europe* 0 





Some games just deserve to be sent off! 

So we won't sell them. 

What's more with our price promise, if you can get a game 
cheaper elsewhere we'll refund the difference.* 

"Do I not like that?" 

We think you will. 


GAME TO QUALIFY FOR 


* We will refund the difference on the spot if 
with the same offer, cheaper locally. Just come 
purchase, with the details. The product must be 
immediate delivery. This guarantee excludes mail order prices/offers. 
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© mEGRDRIUE 32: 

THIS IS IT! 46 

The speculation over what form the Megadrive's 32-bit 
upgrade is going to take has reached a fever pitch over 
the last couple of months. We exclusively unveil the 
Megadrive 32's cosmetics and pass on the latest news. 

Q UIRTUn ROCIRG: 
on 32-BIT [OnSOLE 48 

You've seen Virtua Racing on the Megadrive. Impressive 
eh? Good though it is, there's nothing like the coin-op... 
apart from the home 32-bit version! Check this... NOW. 


Q 3D SHOOIHIG GRRIE: 

IT'S OBLAST 50 

Confirmed in Sega of Japan's Saturn brochure is this 
incredible dragon flying game - which still hasn't got a 
proper name yet! What we have got, though, is what 
other magazines have been begging for; loads of decent 
pictures of this ground-breaking game. 

qstrrdbv 
tor onion (godie) 52 

Just like 3D Shooting Game, this game doesn't have a 
proper name yet, although it has been touted as one of 
the first releases for the Saturn console in Sega of Japan's 
recent brochure. Once again, we scoop everyone by bring¬ 
ing you more pictures than you've ever seen... 


Q DOT FORGETTinG... 54 


If you're a bit of a "dunderhead" and you missed last 
month's incredible issue, you'd have missed loads of pic¬ 
tures of Saturn Virtua Fighter and Daytona USA. We print 
loads more pictures this month. Nice, aren't we? 


©LET THE GOT HUm 5E 

Quasar and LaserTag? Pah! Sega have developed an all- 
new laser system that leaves other systems behind in the 
dark ages. Want to learn more? We have a little showcase 
lined up... 


Q POWER OF THE DRRGOR 60 

There's nothing quite like beating the brown stuff out of 
people is there? At least in videogames, that is. Virgin's 
latest is shaping up to be fine chop socky material, hence 
this four-page showcase. 


©THE DIRECTOR'S CUT 64 

Ever wondered about stuff that programmers put into 
their games, only to be "removed" by the powers-that- 
be? We've got hold of some pre-production versions of 
top-quality games and let you in on some of the features 
that nave been cut from your favourite games. 












D espite o series of heinous disasters this month, culmi¬ 
nating in the purloining of seuerol of our top-spec 
macintoshes, uie've still managed to put together a 
rather excellent issue (even if I do say so myself). 

first of oil, as you can see from the spectacular cover, uie've maoagei 
scoop everyone else in bringing yno the first shots of Sega's ton the 



Dolphin 2 game. I'm a big fan of the IDega-CD version, and this looks like being light years 
ahead (the 3D bits are astounding). In the preview stakes, we bring you early looks at top- 
notch games like Dynamite Headdy, Urban Strike, micro machines 2 and Rebel DssaulL 
Ever looking to the future, we bring you the EKIIIISIUE first pics of the Dlegadrive 32 
upgrade- from the looks of our mailbag, there's a fair bit of speculation about what the 
thing's actually going to look like. Here (and only here) is where you find out find, sticking 

games currently being developed by Sega of Japan. Once ugnin, no one else has access to 
the materials we've got 

Can't argue with that impressive line-up really, con you? Ulell, glnndng at my SEGD 
DUNS strategy document I am honestly say that the best is yet to come. Stick with us... 
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Affection 


Tom's behaviour was 
showing marked 
improvement recently, 
until he made the mis¬ 
take of reading three 


Mutant - for that is what 
she is - Sam spent much 
of the last month in 
preparation for the par¬ 
tial solar eclipse, a 
great event on the 
astrological calendar. 

As the moon passed in 
front of the sun (or 
whatever it is happens 
in eclipses) Sam per¬ 
formed the necessary 
incantations to bring her 
eternal power over the 
mortal world. Sadly, 
this ceremony involved 
sacrificing a Galapagos 
Islands giant turtle on 
the MD's desk, an 
action rudely interrupt¬ 
ed by gun-toting envi¬ 
ronmental activists. 

Aah. 



thou¬ 

sand 

comic 


spirit of Brainiac. Which 
was quite a pleasant 
change to be honest. 
Whilst it must be said 
Brainiac does have a 
certain way with insidi¬ 
ous plots and indescrib¬ 
able tortures, he just 
can't compare with our 
own home-grown 
super villain. And 
Brainiac pays better 
wages, too. 
Unfortunately, this 
blissful state of affairs 
was not to last as even 
Brainiac couldn't stand 
Rich's constant barrage 
of 2 Unlimited and 
Haddaway records. 


books in 
a single 


sitting. 

Sadly, 


what 
passed 
for his 
brain 


has now 


been completely 
destroyed and Tom now 
spends his days swing¬ 
ing from the rafters in 
the office, with an eye 
mask on trying to 
engage "the evil Dr 
Jeff" in single combat. 
Tom also wears his 
pants outside his 
trousers, but then he's 
always done that. 
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It's funny when you think about 
genetics. The physical structure 
of each human being is depen¬ 
dent on billions of pieces of 
organic coding. Yet still/ against 
all odds, some humans turn out 
looking almost exactly identical 
- right down to their hair! One 
such particularly unbelievable 
example was recently noted in 
our very office. Study if you will 
this photo of Rich. Now cast 
your eyes across to the photo of 
Ace Ventura - Pet Detective 
nestling next to it. Now look 
back. Now cut them out, swap 
them round and round and try 
to work out which is which. 
Incredible eh? 



Dee Uentura - Pet Detective 
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Richard leadbetter -mental Defective 


Whilst we were produc¬ 
ing this issue, the office 
was burgled and Rad's 
expensive Apple Mac 
computer was half- 
inched, 
prevent¬ 
ing him 
from 

doing any 
work at 
all. You 
can obvi¬ 
ously 
imagine 
how dis¬ 
traught he was, having 
to delegate all his 
chores to Tom G. This 
sadness was tempered 
by the acquisition of 
Rad's nice new stereo, 
worth almost exactly 
the same as, say, his 
Mac would fetch at a 
second-hand shop. 

What a coincidence. 
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| Tom's foot- 

1 ball obsession 
reached new 
heights this 
week when 
he backed 

out of an all-expenses 
paid day out to stand 
out in the streets (along 
with about a million 
other people) in the 
hope of catching a tiny 
glimpse of his favourite 
team (the Goooners) 
from about ten miles 
away. Tom also bought 
a "souvenir paper" he 
thought had a crowd 
photo where you could 
almost imagine you 
could possibly glimpse a 
hint of a picture of him. 

It turned out to be his 
mate who'd borrowed 
his sunglasses. 

PS. Tommy says "Thanks for all the 
CD entries; everyone's a winner with 
SBTB..." Oh yes. 





R1R.ZIE 

(to you) 

Jeff has been in violence 
heaven since his discov¬ 
ery of a sadistic toys 

emporium - 
ambrosia 
to Jeff's 
sensibili¬ 
ties. Jeff is 
particularly 
proud of 
his new life-size replica 
Ml6 air machine gun, 
which is capable of 
putting little hollow 
plastic shots through 
quite impressive thick¬ 
nesses of material (skin, 
bone, vital organs etc). 
And being the caring 
parent, Jeff's kitted out 
junior with a replica 
Glock handgun, loaded 
with high-explosive ball 
bearings and a barbed 
chainsaw bayonet. 

PS. Whoever nicked my Mac can 
contact me for a fight. Anytime. 
Anywhere. Really. Cheers. J. 
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SPECIAL THRRKS: To no-one in particular. 
Especially not the burglar type who pinched 
Rich's PawerBaok. 

SPECIAL no THflnKS: Whatever gets nicked aur 
macs - come back here again you nonces and I'll 
sort you right out. Jeff. 

EDITORIRL SECRET B0nU5 LEVEL: Priory Court/ 30- 
32 Farringdon Lane, London EC1R 3RU. 

PHORE: 071972 6700 
FRH: 071972 0701 
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Sega magazine is an official licence, however the 
views enpressed in this magazine are not neces¬ 
sarily those of the publishers or of Sega. Or the 
staff for that matter, as we write the magazine 
at gunpoint - forced to write what we're told by 
terrorists. 

Although we take great care in ensuring the 
accuracy of the information contained in this 
magazine, the publishers cannot be held respon¬ 
sible far amissions and errors that may occur. 
Unless, of course, we omit this disclaimer - which 
would be quite 

ironic. But we haven't, so it isn't 

Copyright 1994 ER1AP Images/Sega. 
Reproduction in whole or part without prior 
written permission by the publishers is strictly 
prohibited. 

Sega, Game Gear, megadriue, master System 
and mega-CD ore trademarks of Sega 
Enterprises Ltd. 

COmPETITIOn RULES 

HARP Images and Sega staff and their families 
are prohibited from entering any Sega 
magazine competition. The editor's decision is 
final and no correspondence will be entered into. 
Unless you play for Arsenal and you write to 
Foxy. 
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Try out all the latest, greatest games 
at LIVE '94, the UK's most exciting consumer 
electronics event. 


Enter the Games Zone. Put the 
hottest new games from all the top software 
writers to the test. 

Quiz the gurus from your favourite 
magazine, The Sega Magazine, in the Games 
Arena. Get the lowdown on some incredible 
tips, hints and cheats. 

Experience Capital Radio Live at 
LIVE - 95.8 Capital FM Stage. 1548 AM 
Capital Gold concerts. Dolby Home Cinema 
Promenade. TV Times Live Television Studio. 
Young Newspaper Feature. BPIA Future of 
Photography. Yamaha/TES National Youth 
Rock & Pop Awards. Focus on Multimedia. 

? 

Get your hands on a ticket. Phone 
the LIVE hotline or return the coupon now. 
Remember - if you're under 16, you must 
have an adult with you at LIVE '94. 


THE CONSUMER ELECTRONICS SHOW 

EARLS COURT • LONDON 
20-25 SEPTEMBER 1994 





LIVE 

H O 

T L 1 N E: 

0 8 9 1 

5 0 

0 10 3 


Calls cost 39p per minute cheap rate and 
49p per minute at all other times. 

Please tell me more about LIVE '94 and 
how I can get a ticket to the UK's most 
electrifying event. 

Name:. 

Address:. 


SM 


. Postcode: 

Please return this coupon to: 

LIVE '94, News International Exhibitions Ltd. 

Europe House, World Trade Centre, 

St Katharine-by-the-Tower, London El 9AT. 
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One of the top-selling videogames of 1993 (in fact, 
if memory serves, it was the fourth top-selling 
game) was Ecco the Dolphin. It's not really surpris¬ 
ing either. Ecco's blend of super-smooth scrolling, 
eerie sounds, spectacular scrolling and epoch-mak¬ 
ing gameplay made it an instant classic. It was def¬ 
initely THE most original title of the year. 

And now, after a successful conversion onto Mega-CD, Ecco is back in an 
adventure twice the cart size of his first. Ecco 2 revolves around the alien 
queen he defeated in the first game. Said alien has followed Ecco back to 
Earth and now intends (once again) to steal his friends and set about uni¬ 
versal domination. So, yes, the story is odd, particularly considering it's a 
game about a dolphin - but who cares? Ecco 2 is shaping up to be as suc¬ 
cessful as the first game. The most obvious thing about the sequel is the 
quality of the graphics. If you were impressed by the first game's, check 
these exclusive shots out! Thanks to the aftermath of the alien's actions in 
the first game, there are special tunnels that lead up from the ocean - in 
effect, Ecco can now take to the skies! 

The second thing to grab you is the character interaction. Just like the 
original game, there are plenty of marine inhabitants around to talk to 
and set you tasks - and thanks to the extra memory, there's a far wider 
diversity of things to do, not just rescuing dolphins. But perhaps the most 
revolutionary thing about the game is the introduction of a superb 3D 
bonus stage - boasting some incredible visuals. Ecco 2 is shaping up 
extremely well and should be as awesome to play as the original - if not 
more so. The game is being released in September, so stay with SEGA 
MAGAZINE for more exclusive coverage. 
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Capcom of Japan have released the 
first shots of the home version of Super 
Street Fighter II. The shots on this page 
are taken from the actual Megadrive 
version. 

No one outside of Japan) has been privileged 
enough to see the Megadrive version, but a few 
snippets of information about the game have been 
released. 

First of all, the game is a mammoth 40-meg! 
This fuels speculation that SSF2 is in fact a conver¬ 
sion of the new Capcom classic: Super Street 
Fighter II Turbo (which features ANOTHER new 
character along with hundreds of new animations, 
which might account for the addition of another 16- 
meg on top of SF2: SCE's 24-meg spec). However, 
the conversion isn't finished yet. In the current ver¬ 
sion, the game has speed settings similar to SF2: 
SCE, but the extra moves and hidden boss of SSF2 
Turbo were not in... although that could be subject 
to change, apparently. Let's hope eh? 

Still, as you can see from the shots, the game 
looks very similar to the coin-op, with some stun¬ 
ning graphics, and all four new characters 
(Cammy, Dee Jay, Fei Long and T Hawk). In terms 
of gameplay, we can report that it's as close a 
conversion as any one could ever hope for. 

All being well, we should be bringing you a lot 
more coverage... and soon. 






Konami's crack coders have been busy 
putting together the sequel to Rocket 
Knight Adventures, and it's shaping up to 
be a right "corker". 

Featuring gameplay even faster and more furi¬ 
ous than the last game, Sparkster boasts more 
sprites to do in, along with a far larger game 
area. And being a Konami game, you can 
expect to see plenty of technical wizardry 
brought to bear in the form of some massive 
bosses. 

Take a look at these pictures and prepare 
yourself for some preview-related action soon. 





















































If you've been watching GMTV recently, 
you may have witnessed the phenome¬ 
non that is The Mighty Morphin' Power 
Rangers. 

Combinina mad-cap martial arts action with some 
of the tackiest special effects imaginable/ the series 
follows the antics of five teenage superheroes as 
they protect the fair citizens of Earth against the 
dread legions of the sinister moon-dwelling Rita 
Repulsor. Calling on the power of the ancient 
dinosaurs/ they race around in their giant 
'Dinozord' vehicles/ battling against monsters that 
bear more than a passing resemblance to people 
in cheap 'moppet' costumes. You might think this 
sounds dreadful and you'd be right/ it is, but it's 
also an excellent laugh. Look out for the series in 
its regular daily slot on GMTV, starting from 
Monday 25 July. If, however, you feel the need 
for a Power Ranger fix before then, you might 
want to check out the excellent Power Rangers 
toys that have just hit the shops. Best of the bunch 
is the massive 'MegaZord' which actually breaks 
up into the five Dinozord crafts. 

Retailing at £34.99, the Megazord can actually be 
upgraded to the deadly 'UltraZord' by clipping on 
an additional Dinozora. However, real Power 
Rangers fans may want to invest in MeaaZord's 
trusty steed - Titanus, a battery-powered bron¬ 
tosaurus. More fun than barrel of monkeys! 


PROBOTECTOR 

PIES 

You can't beat a bit 


of Probotector can 
you eh? If you're 
wondering just what 
Probotector is, know 
that is also called 
many different 
names, such as 
Contra and Gryzor. 
Ringing any bells 
now? 


Well, here's your opportu¬ 
nity to check out the 
Megadrive version any 
way. The game's looking 
excellent at the moment, 
featuring all the scrolling 
blasting action you could 
possibly want. While it 
lacks some of the flash 
technical trickery of some 
of the other versions, it 
more than makes up for it 
with legions of enemy sprites to waste. Also in the new 
features roster you'll find a choice of four different char¬ 
acters, adding variety and lastability to the game - 
something which isn't exactly synonymous with previous 
Probotector offerings. 

As we're sure you'll agree, this is all looking rather 
nice. Look out for a top preview in the next couple of 
issues of SEGA MAGAZINE. 


HOIK MID ROLL RflCHIG 
DESIRUmOR SET 


Already a hit on other 16- 
bit systems. Virgin are 
bringing Interplay's excel¬ 
lent Rock 'n' Roll Racing to 
the Megadrive. To prove it, 
here are exclusive screen- 
shots of the conversion. 


Basically, Rock 'n' Roll Racing casts 
you as a warrior driver of the apoca¬ 
lypse, participating in incredibly dan¬ 
gerous and rather violent races, using 
prize money to power-up your motor 
to truly devastating lengths. Adding to 
the basic "hardness" of the game are 
a number of top rock 'n' roll classics 
playing in the background, including 
the likes of Peter Gunn and Born to 
be Wild. 

Featuring both single and dual 
player action, Rock 'n' Roll Racing 
looks just as fast and playable as ever 
it was. A full preview follows next 
month. 
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wasted all his cut-price cinema 
tickets in blundering attempts to 
impress his sister's friends. 


took full advantage of our half- 
price Sega games offer. Now 
leaves his room only for meals. 


ordered his "Pizza for a penny" 
pizza and then deceitfully asked 
his girlfriend to pay half the 


normal price 
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This coin-op is just sooo good, it's almost 
unbelievable. You've GOT to get down to 
your local arcade now and check this one 
out. Multi-player Daytona is an experi¬ 
ence not to be missed. 


ic 

Four months on from our initial review 
and VR is still enthralling the SEGA MAG 
staff - mainly because Tommy G is con¬ 
vinced that HIS way of completing the 
Expert course is better than Rich's... 


STREETS OF RACE 3 

Out around now, this is the best Rage 
game to date and although it's easy to 
complete (as usual with SOR games), 
there's plenty of secret stuff to locate, 
including a few hidden characters. 
However, we are remaining tight-lipped 
at the moment on that particular score. 


Just what has been tickling the collective fancies of the SEGIIA1AG- 
AZIAE creui this month? Find out below... 


BMSI 

FROm 

THE 

PAST! 


STAR COATROL 


pggf nBBPBwn 


This game is over two years old 
and is STILL one of the best two- 
player games that money can 
buy. Star Control was released 
by Accolade (and is still by far 
and away their best game to 
date) and was the first 12-meg 
Megadrive cart ever. Control a vast star fleet of differ¬ 
ing craft and use their special abilities to blast the 
brown stuff out of the enemy empire. A brilliant game, 
but extremely difficult to find now. Star Control 2 was 
released on PC and is even better than this - come on 
Accolade, let's see a Megadrive version! 



















































unvroons sports 

The sequel to Tiny Toons is in the works 
and here are some pictures of the game in 
action. Tiny Toons Sports features just 
about all the toons, participating in either 
basketball or soccer. Each character has 
special powers that become evident once 
the NBA Jam style "turbo" mode has been 
engaged. Tiny Toons Sports offers four- 
player multi-tap action as well. Glance, if 
you will, at these screenshots, and prepare 
for some more coverage in the very next 
issue of this fine magazine. 
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No, we didn't believe it either, but 
top coders Treasure, have convert¬ 
ed Gunstar Heroes onto the Game 
Gear. And from the looks of it, the 
lads Treasure have handed in an 
exceptionally faithful conversion. 
We're currently chasing this one 
up with Sega Europe, but in the 
meantime, enjoy the screenshots! 


1 HOT UinS THE 

mom h ram 
urns 


July. Synonymous with summer. Which 
usually means no games about (every¬ 
one's out playing footie or whatever). 
Or does it? We jump into the nearest 
temporal vortex to find out... 

OREVERR AGO 

Sega unleashed a veritable barrage of quality wares in our direc¬ 
tion - including the excellent blaster known as Ranger-X. Scrolling 
carnage on a grand scale, this game was overlooked by many - 
but to this day remains a classic. 

Other good 'uns included a first look at Batman Returns 
on CD (still a fine Mega-CD title) and Tengen's excellent 
Davis Cup Tennis. Jurassic Park was revealed in all its 16- 
meg glory, along with a diabolically bad game known as 
Balljacks. Crap, but strangely compelling in an utterly per¬ 
verse way... 

TUIO VEHRS RCO 

The summer months often produce a drought of decent 
games, and July 1992 was such a month. Splatterhouse 
2 was Sega's only effort that month - and let's face it, 
that isn't exactly the pinnacle of Megadrive gaming... US 
Gold released Olympic Gold to a supremely indifferent 
press whilst Virgin unleashed Chuck Rock in Megadrive 
form. Acclaim astounded us all with the sheer crapness 
that was Arch Rivals... 






























DO I HOT LIKE THAT. 


First in a new series.. 


Most people have some sort of skele¬ 
tons in their respective closets, 
whether it be wearing checked flares 
when they were five, or having mur¬ 
dered their siblings and blamed it on 
the neighbours. Sega, of course, are 
no exception from this rule... 

numBER 1: THE SEGDIM1STER lillK '90 

Undeniably the number one mistake ever made by 
any human being, the unearthing of this previously 
forgotten secret alone could destroy Sega's reputa¬ 
tion. 

Many moons ago, someone thought it'd be a great 
idea to hold a Sega Song competition, with the win¬ 
ning console-type ditty being mounted on issue 2 of 
old-style MEAN MACHINES. There can't have been 
many entries, because the victor (lyrics reprinted by 
kind permission), known as the Sega Master Mix, per¬ 
formed by MCs Nick & Steve (gnn!) was an astound- 
ingly inept rhyming couplets rap-effect thing featuring 
the immortal line "Donatello, Raphaello, grey 
imports, pizzas - diss 'em, boy." Gnnnnn! Cypress Hill 
haven't got much to worry about, put it that way. In 
fact, Slow Boat to Barnet haven't got much to worry 
about to be honest. 

THE SEGR mOSTER IHIK '90 - IH TOLL 
EFFECT HOmEBOV 

Yo Nick and Steve you coming aaaaaht tonight? 

No man we're staying in to check out our brand new 
Sega console. 

Sega? What's that? 

Hey - check this out! 

Yo! Master System costs from eighty paaaaahnd 
One-two-eight colours and three channel saaaaahnd 
Yeah they got more games than fish in the docks 
Like Operation Wolf and Psycho Fox 
Golden Axe, R-Type, World Games, Chase HQ, 

World Soccer, Baseball, Wonderboy 2. 

The list of games goes on and on and on 
The Sega posse is over a hundred strong 
Yeah man sounds dope tell me more 
Yes, OK. 

As well as a console you get a Light Phasaaaa, 

With Wild West War, games to amaze yaaaaa 
3D glasses will blow your mind 
Better peripherals you cannot find 
Def joysticks that simply flow 

Rapid Fire Units - bo bo bo [We're honestly not mak¬ 
ing this up] 

Waiting for games to load is wik-wak we say 
Sega games load straight away. 

Blow your minds in a Fantasy Zone 
Turn other consoles - got nobody home 
Your mutant just ain't a hit 
And your grey imports just don't fit 
Onto any known British TV 
So it's obvious to me 

Check out your local dealer, not for drugs, 

But for Sega 

Haaaaaah do you spell that, G? 

S-E-G-A. The hottest most respected console on the 
streets today. 

Yeah, we got the Sega Master System in the house, 
yeah boy. 

Donatello, Raphaello, grey imports, pizzas - diss 'em 
boy 

Megadrive, buy one today etc etc etc until you die. 


STREET 
FIGHTER 2 



Check out these mean 'n' moody stills from 
the forthcoming Street Fighter II manga 
movie. There isn't a lot in the way of details 
about the movie yet, but rest assured that 
all of your favourite characters are includ¬ 
ed. From the looks of these stills, it's a bit of 
a violence fest, with the animators not spar¬ 
ing anything in the gore stakes (or is Sagat 
just being a bit careless with his strawberry 
jam?).We hope to get a look at the finished 
film in the next couple of months. 

We'll let you know if it's any good... 






5= iniunmouiERmnniD! 


The Sales Curve are currently 
"beavering" away on a Mega- 
CD adaptation of the 
Lawnmower Man, which looks 
very nice indeed. 

And, um, that's about it really. In 
fact, the only reason we printed 
this is because Sales Curve's new 
PR "man" is in fact an esteemed 
former colleague of ours, Andy 
McViltie, ex-production editor of 
MEAN MACHINES. "Use these pic¬ 
tures or die!" read his charming 
missive... and who are we to 
argue? We promise to print a pre¬ 
view in the next few months. 


VIRTUR STAR 
UIRRS UPDATE 

We can reveal that Sega's Star Wars arcade game based on Virtua 
Model One arcade technology, is just about ready for release. 

We hope to carry an in-depth showcase of the title in the very next 
issue of SEGA MAGAZINE. In the meantime, you can get a look at 
some more of the game (including the impressive two-player cabi¬ 
net) by examining our Rebel Assault preview on page 32. 

This is one coin-op we're really looking forward to seeing... 












JOVSTKKS: THE RESULTS 


Andrew Wright (marketing director for 
Sega Europe) accepts the best original 
console game of the year award, pre¬ 
sented by Steve Wright. Looking like 
Data from Star Trek, Rich, quite clearly, 
betrays his own android origins in this 
"intriguing" photo. 


Remember those Golden Joystick awards you voted for a 
couple of months back? Well, here are the highlights (the 
low-light being that FIFA Soccer should have won some¬ 
thing. Come on, where were those votes?). 

Core Design scooped best console simulation of the year for 
Thunderhawk, somehow beating off FIFA Soccer! 
Congratulations. 

Congratulations to Treasure: Gunstar Heroes scooped the best original 
console game of the year award. Nice one, lads. 

^ Acclaim won the best licensed console game award 

with Mortal Kombat (again, FIFA was a runner-up), 
t original Hirokazu Yasuhara, lead designer for Sonic 3, 

ard, pre- scooped the prestigious console programmer of the year 

ing like award... 

Acclaim won an award for their services to the 
Jlte Clearly, industry, but it was hats of to Virgin Interactive 

|ins in this Entertainment, who won the Software House of the 

Year trophy! 


Greetings from the Golden State, where the sun always shines, the land shivers 
and shakes and people that look like extras from Baywatch freely roam the streets dis¬ 
playing their assets. It's been quite a few months since I left old Blighty to travel eight 
hours into the past and join Virgin Interactive Entertainment, so now I'm settled in I 
think it's high time I started giving you a monthly lowdown on what's going on in the 
software industry over here. So here's the first US report... 


...and excitement isn't a word that springs to mind. 
Not a lot's been happening in the industry over here 
since the New Year. Yes there's been big games such 
as Sonic 3 and NBA Jam, but other than that there's 
been a veritable goodie-bag of middle-of-the-road 
titles which feature little in the way of innovation and 
excitement. And consumers don't seem to be too 
happy about this. Super NES sales are wilting, and 
although sales of top Genesis titles (what they call the 
Megadrive over here, but when in Rome and all that) 
are still very good, anything that's seen to be an aver¬ 
age piece of software - which is virtually 
everything not in the top ten - pretty much 
bombs at retail. I think that players have had 
enough of buying mediocre titles and are 
now educated enough to be able to tell the 
difference between top stuff and fetid 
cheese. 

Good for them, I say. 

What interest there is in the marketplace 
definitely seems to be generated by the 
Genesis 32X add-on (exclusively revealed in 
its UK form as Megadrive 32 on page 46), 
which looks like a brilliant piece of kit. The 
rumour mill is certainly grinding about titles being 
developed for this machine - over 40 apparently - and 
those who've seen some of them have come away 
with jaws agape spouting nothing but praise. 
Personally, I can't wait to get one - from what I've 
seen it's able to produce games of a standard far, far 
higher than the Genesis could ever hope to achieve. 
CDX, or Multi-Mega as you will know it, was released 
here a few weeks ago and has sold in really well. And 
deservedly so. Like nearly all electrical items available 
over here, it costs a lot less than it does in Europe 
(about £225.00) and at that price represents pretty 
good value for money for a cool-looking widget that 
plays cartridges, CD-ROM games and also doubles as a 
portable audio CD player.ln regards of upcoming soft¬ 
ware, it seems that many software houses are waiting 
for the CES before making any really big noises about 
their forthcoming titles. Still, Super Street Fighter II 
Turbo sounds like it's going to be an absolute cracker, 
with 100% faithful graphics, gameplay and sound 


“..players have had 
enough of buying 
mediocre titles.” 


packed into the cartridge. It'll be going up against 
Mortal Kombat II, which is slated for a September 13th 
release. That one too is rumoured to be an absolute 
whoppa, with arcade-quality graphics and spot-on 
sound. It'll be interesting to see which one outsells the 
other - I'll keep you posted as time goes on. 

Another very interesting title to look out for is 
Mickey Mouse's 65th Anniversary by Sony, which will 
be out later on in the year. According to those who've 
seen it, it's a fabulous looking platform game which 
features some of the best sprites and backdrops yet 
seen on Genesis. The game starts out in 
black and white and looks just like old 
j Mickey Mouse cartoons - complete with 
j "scratches" on the screen to give it a really 
faithful look. As Mickey progresses, the 
I game becomes coloured until everything 
j looks like a modern-day cartoon. Keep 
i watching for this one - I reckon it'll be huge! 
I must say I'm highly amused at Sega's 
latest ad campaign over here, which is a 
series of TV adverts giving lots of alternative 
uses for old black and white hand-held 
machines you may otherwise want to throw 
away. Yes indeed, it's a thinly disguised 101 Uses of a 
Dead Game Boy - and some of their suggestions are 
very funny indeed, ranging from doorstops to bizarre 
hair-removing gadgets! If I can catch it. I'll tape it and 
send it over to Rich so he can take some pictures. 

In movieland, Jean-Claude Van Damme has been 
signed up to play Guile in the forthcoming Street 
Fighter live-action flick, which is scheduled for release 
in this country in the first quarter of next year. I'm cur¬ 
rently trying to track down more information on this, 
and I hope by next month I'll have the complete cast 
list and more detailed release dates. I'm also trying to 
find out some more about the Japanese Street Fighter 
manga film which is currently in production. One of 
our artists at Virgin knows somebody who works on it 
and reckons it's going to be utterly fab. I can't wait! 

Anyway, that's all for now - I've got a dirt bike on 
the back of a pickup truck waiting to be driven out to 
the desert for some serious off-roading hilarity. See 
you next month! 
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know, nobody's perfect 
and while we here at 
SEcnmnGnzmEnEUER 
make mistakes, it's just 
possible that the soft- 
warehouses may 
change the release 
dates far their games. 

If this kind ofchopping- 
and-changing, scatty, 
can't make-their- 
minds-up, indecisive 
behaviour bathers you, 
try contacting the spe¬ 
cial Sega Release- 
Schedule-O-matic, a 
massive super-comput¬ 
er-more powerful 
than the ones they use 
at nnsn - which can tell 
you all the latest 
release dates. Just dial 
071244 2698. Calls are 
charged at normal 
rates, although you do 
need a touch-tone 
phone, as the Release- 
Schedule-O-matic 
doesn't talk to owners 
ofpul5e-dialler5or 
Fisher Price. 






















If you're a regular reader of SEGD nMGRZIllE, 
you should already be familiar with Dynamite 
Headdy. Ever since we featured the game as 
part of our Treasure showcase back in issue 4, 
we've been getting pretty hyped up about 
this particular title. Ulhy? Because Dynamite 
Headdy is a hot favourite in this year's 
Christmas games line-up. Trust us when we 
say, this game is going to be BIG! 


So, what's all the fuss about then? Who or what is Dynamite 
Headdy? Well, he's actually a toy whose head has come off. Doesn't 
sound so exciting, eh? However, rather than being just another 
cheap video games character with a clever gimmick, the whole game 
is based around this feature. You see, Headdy can actually use his 
removable noggin as a projectile weapon, performing long distance 
head-butts on anyone who gets in his way. What's more, he can 
also 'adopt' new heads, each one with its own unique trait. Some 
fire sparks out the nostrils and there's also metal heads with extra 
butting power, super-swift heads, invisible heads, cherry-bomb 
heads, heads that miniaturise Dynamite, even bad heads that put 
him to sleep or are too heavy to move. 

It may be yet another platformer, however, coming from the makers 
of Gunstar Heroes, you'd expect it to be something a bit special. The 
graphics are already looking incredible, with beautifully detailed 
backdrops full of all kinds of little humorous touches. 

Graphical trickery was the main ingredient that made 
Gunstar Heroes such a winner and the programmers 
have developed the technique to produce some stun¬ 
ning results in Dynamite Headdy. Wait until you see 
some of the huge bosses in action, most noticeably the 
giant clockwork dog, which rotates, spins and flips all 
over the screen. 

What's more, Headdy is more than a pretty face. Each 
level is packed with all kinds of weird, wacky and 
downright original ideas. Using the theme of a film set, 
he continually ducks behind the backdrop, running 
around the stage set behind. There's even a crazy 
shoot 'em up-style section as he is dragged through a 
backstage area by a mad cat. 

Mark our words, Dynamite Headdy is definitely a game 
to look out for, so watch this mag for the exclusive 
review - possibly as soon as next month. Eep. 













































[INTERMISSION 


Blam! One well- 
placed headbutt does 
away with this 
strange Aztec dolly. 


Northtown - the 
first level of the game 
- is nothing more than 
a film set. 


The dreaded 
puppet-show. 
Battling this wooden 
doll as it changes is 
absolutely rock-hard, 


There are three 
training rooms to 
practise your head- 
skills in. 


This plane zooms in and out of 
the scenery as it tries to catch the 
escaping Headdy at the beginning 
of the game. 


«£ TREASURE 


That's Headdy with two D's, 


The incredible intro, 


Watch the tilting platforms, 


Dynamite picks up the 
Invisibility Head making him 
undetectable to baddies. 


This basketball game is just one of the bonus levels, 
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There's nothing a good game deserves more than a sequel and last year saui 
the sequel to one of the greatest megodrive games. Desert Strike. The thing 
is, the sequel. Jungle Strike, has proved such a monumental success in itfromn 
right that, well, it kind of deserves a sequel of its awn. find here it is! 


So what's the plot this time? More Middle Eastern 




tyrants craving for power? Foul drug barons seek¬ 
ing revenge against the accursed Americanos per¬ 
haps? Well actually, it's nothing like that at all. 

This time the baddy is a good clean-living 
American tycoon.You see, Urban Strike is set in the 
future. The year is 2006 and the World is at peace. 
However one man, evil masterbrain and million¬ 
aire bitter brewer, John Smythe, has recruited the 
now redundant rocket scientists of the World and is 
using them to construct all-powerful weapons of 
war. With these he could easily achieve total glob¬ 
al domination. However, his goal is far more ambi¬ 
tious - complete domination of the United States. 
Bwaha-ha-ha! 

Anyone who's played the previous two Strike 
games should be more than familiar with the look 
of this latest installment. Once again, the action is 
played from a 3D isometric viewpoint as you fly 
your attack chopper through each level, blasting 
away enemy installations. 

Urban Strike features 13 
levels and the actual 
game is 50% larger than Jungle Strike. 

What's more, using special compression tech¬ 
niques, the programmers have managed to cram 
all this game onto a 16-Meg cartridge. 

So, what new features are there? Well, perhaps 
the most exciting new addition is the ability to 
leave your helicopter and enter buildings on foot. 

In fact, this is essential for the completion of cer¬ 
tain levels, as you find yourself landing atop sky¬ 
scrapers in New York, oil rigs in the Pacific and 
even Alcatraz Prison in order to take on the enemy 
face-to-face. 

Remember how you could make use of a variety of 
different vehicles in Jungle Strike? Well, that fea¬ 
ture rears its head once again. You can clam¬ 
ber into one of the freshly-constructed 
M-4 Armoured Assault Tanks and 
take it for a spin. On top of this, you 
can also exchange your fictitious futuristic Phoenix 
Thunderhawk Attack Chopper for an Osprey III 
Transport Chopper. 

At present, Urban Strike is still in the early stages 
of development. However it's already clear to see 
that this is going to be hot stuff. Set to feature 
more air-to-air combat, a stronger arcade feel, 
puzzle-oriented levels and a greater degree of 
challenge than its predecessors, this could well be 
the best in the series. 


A All of San Francisco is enshrouded in 
fog, including the Golden Gate Bridge. 
Must be pretty tough going for the 
cars. 
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SEQUBIII. 

At present. Urban 
Strike is yet to 
receive its intro 
sequence. However, 
these rough sketch¬ 
es should give you 
idea of how it will 
look. 



▲ Airforce 1 has crashed and it has taken out this bridge. 


A One of the missions involves an attack on an oil rig. 


A It's the Luxor 
Hotel in Las Vegas. 


mu 




A This is your all-new 
futuristic helicopter, the 
Phoenix Thunderhawk 
Attack Chopper. 


Fading in from white, this fog-shrouded 
skyscraper appears. As the screen scrolls 
upwards, the sound of whirring rotors grows 
louder. 
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All kinds of animals feature. Here we see a pea, 


And there are lizards and birds. And spore-balls. 


Vou may remember bark in Issue 4 uie 
gave you a sneak previeui of a forth¬ 
coming adventure game called Soleil. 
Ulell you can forget about it norn, 
because Soleil isn't going to be coming 
out Hope, but don't fret because 
you're still going to be able to play the 
game. Confused? Well you see, the 
game is going to be released, but 
under an all-nem name - Ragnacenty. 
What's more, the final Japanese ver¬ 
sion of the game has just arrived at 
Sega's UK headquarters and rne've 
had a little tinker an it 

Following the usual RPG format, Ragnacenty puts you in 
the role of a young hero as he faces all kinds of sword- 
wielding adventures. Although the game is finished, all the 
text has yet to be translated from the original Japanese, 
making it very difficult to work out what the plot is, or what 
anyone in the game is saying. However, it seems that early 
on in the game our young hero has a fateful encounter 
that renders him unable to talk to humans. He can, howev¬ 
er, speak to animals and it's only by communicating with 
various fluffies such as chickens, dogs and pigs that he can 
progress through the game. In fact, animals play an 
important role throughout, as our hero can call on certain 
animals he's befriended and use the various powers to 
overcome certain situations. 

As with all RPGs, there's a strong puzzle element, which 
became quite apparent even whilst playing the game with 
the Japanese text. For example, through trial and error 
conversations with people in the town our hero managed 
to acquire a super sword attack which is vital in order to 
reach the first boss. 

The most impressive feature of Ragancenty however, is the 
awesome graphics. The full-colour backdrops are incredi¬ 
bly detailed and there are all manner of clever touches, 
such as footprints being left on the beach and drifting 
clouds casting shadows on the ground. 

So, why change the name to Ragnacenty? Did Sega think 
Soleil was a little too difficult to pronounce? Perhaps they 
thought the old name was too meaningless? Well who 
knows, hey, and who cares? All that matters is that the 
Ragnacenty is already looking mighty fine. Look out for 
the full SEGA MAGAZINE review soon. 















































▲ Many are the 
perils our hero 
must face. Here, he 
must destroy some 
haystacks. 


▲ As with all blood- 
drenched RPGs, 
Ragnacenty has a 
deadly playground 
section complete 
with slide. 
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Yeehah! Armadillo pies for tea! 


Sorry King, what's that? Eh? What? 


Can you spot Rad in this picture? 


Armadillo spore attack! It's a trap! 
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Cactus men closing in! We're doomed! 



A Skooching down 
waterfalls, climb¬ 
ing up vines, 
threatening dogs 
with swords. What 
a laugh. Ahaha! 
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life might oil be enjoying the sum¬ 
mer sun right noui, but with 
nutumn just wound the comer, 
Segu ore olreudy preporing their 
red-golden-brown nutumn gomes 
05soult und one of the biggest 
titles lined up is o bent 'em up 
adventure called The Story Of Thor. 

It was way back in April that we first took at look at 
this game and at that early stage there was little 
more to see than a few fighting scenes from the first 
level. Well, a great deal of progress has been made 
since then and the game looks set be pretty hot 
stuff. Taking on the role of Thor (who incidentally, 
isn't the ancient Nordic God of Thunder, but in fact 
a swashbuckling hero of the Aladdin variety), the 
player must battle their way around a land filled 
with all kinds of supernatural nasties. The plot 
remains something of a mystery, but from the sec¬ 
tions of the game already programmed it seems 
that Thor's adventures take him from his seaside 
hometown, across marshy wastelands, grassy plains, 
rocky mountain tops, through strange cities and into 
enemy castles. 

The meat of the game comes in the form of some 
pretty satisfying beat 'em up action as Thor uses a 
wide variety of punches and kicks to floor his foes. 
On top of this, there's a whole range of weapons at 
his disposal, from daggers and swords to bows and 
even bombs. Catch an enemy with these and they 
stagger around covered in flames. To round off 
Thor's deadly range of attacks, he can also enlist 
the help of some handy magic such as firebolts, 
whirlwinds and electrical charges. 

Mind you, he's going to need all the weaponry he 
can get, because there are loads of baddies to 
face.For the most part, these consist of armoured 
foot-soldiers, giant venus fly traps, swarms of marsh 
flies and strange living blobs. Some of the bosses 
however, are positively chilling. There's a huge spi¬ 
der with a Predator-style mouth that leaps and scut¬ 
tles at Thor, but most impressive of all is a full-sized 
red dragon that attacks our hero with its jaws and 
flaming breath, from the bottom of a dark canyon. 
Unfortunately, the programmers don't want some of 
the later scenes - including this incredible beast - 
revealed until more of the game has been complet¬ 
ed, so we're unable to show you any pictures of it, 
yet! 

If The Story of Thor proves to be as superb as this 
early glimpse suggests, then it could turn out to be 
THE hot game to get this Christmas. There's only 
one way to find out for sure - check out the full 
review in an upcoming issue of SEGA Magazine. 





▲ Baddies mate? Yeh, the picture on your left. 


▲ Get out mate! You're not coming in here. 



A Bah, I don't need them. I'll find some baddies. 


A Sorry there mate, no baddies here. 



A Baddies, yep. There's got to be some around. 


A Ah, sod baddies. I'll just fight myself. 
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A Plants huh? Aren't there any people around? 


A Hmm. A group of battered prawns. Great. 


▼ This spider boss is just one of the exciting 'baddies' Thor has to face. Thrilling stuff, huh? 
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If you were one of the millions 
of people uiho ployed micro machines to 
death, and you're still playing it euen now, then you'll be pleased to 
know that for the last sin months. Codemasters hove been working on a 
sequel. Illhile the original game concept remains, Codies have pulled out all 
the stops to produce a four player game that's THREE TimESthesizeofthe v* 

original, with oil-new drivers, tracks and millions more options than you ^ 

could ever dream of... 


When Micro Machines was officially released last 
year, no-one was more surprised at its success than 
Codemasters themselves. It had previously enjoyed 
minor fame as a 4 Meg cart on the NES, and 
although the Megadrive version was almost a 
straight portover, its originality, coupled with fast, 
fun gameplay scored an instant hit with Megadrive 
owners everywhere. In fact, it's been Codemasters' 
most successful game to date and has currently 
generated 250,000 sales on the Megadrive alone. 
Fortunately, instead of plumping for an easy fol¬ 
low-up with a couple of extra tracks and drivers, 
the game designers have tried to add in as many 
new features as possible. The sequel is three times 
as big (that's 12 Meg if you can't work it out) with 
1 6 new drivers, 17 vehicles and 54 courses. Some 
of the additional vehicles include a land rover, a 
Porsche, a dumper truck, a VW Beetle a stock car 
and even a Le Mans sports car. The helicopter 
makes an appearance again, but the controls have 
been tweaked so you don't crash so often, and the 
movement is more fluid. Also, instead of just being 
able to use the helicopter on one level, it pops up 


several times throughout the game. 

The courses have been overhauled too. As in 
the original, each race takes place in a dif¬ 
ferent part of the house, and although 
some of the original locations such as the 
bathroom and the beach remain, all of 
the courses are different and most have 
many more features. For instance, many 
of the levels feature semi interactive 
backdrops (you can bounce off jellies in 
the dining room and flowers in the garden), 
and instead of dodging around the balls in 
the pool room, there's a pool game actually going 
on while you race. In the kitchen level, you'll even 
have to battle with rotating corn on the cobs! 

And just in case you're fed up with the familiar close up 
view of the game, in some parts of the game you can switch 
to an overhead view which condenses the track by 400% (the 
smallest track is 3x4 screens, the largest 10x12). Many of the 
tracks have hidden levels, which either lead to new parts of 
the game, or act as a short cut to victory. There's also 100 
cheats to find! 

In addition to all this, there's a variety of weather conditions 
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▲ One of the garden levels. 
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A Not much action 
here folks, but just in 
case you can't tell, 
this is one of the 
kitchen levels, and 
you can actually get 
blasted by either of 
the taps. 


▲ See that corn on the cob? well, as you drive over it, it rotates. This is a 
and take the lead, as you can knock your opponent off easily. 
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A Some familiar levels pop up in the sequel to 
Micro Machines. 


A Part of the newly-developed 
pinball level. 








































WORK in PROGRESS 




to contend with in the garden levels (such as wind and 
rain), and there's an abundance of power-ups to discover 
too. Don't expect to see anything too spectacular as far as 
these go though - the programmers have made them sub¬ 
tle, so that when they're picked up, a driver can only get 
half a screen ahead at the most before they return to their 
normal state. 

TAKE YOUR PICK 

Instead of just having a choice between two-player mode, 
or a single player tournament, there are a multitude of new 
options for the sequel. Between 2 and four players can play 
in the head to head option (the four player option is chaot¬ 
ic) and players can also drive in teams of two in four player 
mode. In single mode, there's a time trial option, a pro¬ 
gressive option (as in the original, but this tine you're able 
to miss out earlier levels if you gain a record time) and a 
league option. Beginning in the third division, you must 
battle your way through the various locations in order to 
move to the top of the league. And if you're competing 
against a Micro Machines veteran, there's also a practice 
mode, so you can plan your tactics in advance. 

mUSRK 

Although some of the basic spot effects have already been 
inserted into the game, the music and other effects are still 
to be produced. Tim Bartlett, chief musician for the project 
is currently working on some "extra special" sounds. He 
wants to make all the engine sounds and skids as realistic 
as possible and is also working on a variety of "hard 
rockin'" driving tunes. Expect it to be very different from the 
original Micro Machines. 

RRD FOR OUR nEHI TRICK... 

Although just twelve levels of Micro Machines 2 are cur¬ 
rently complete, it will only take the programmers another 
month or so to complete the whole game, as most of the 
actual design has already been finished - all the program¬ 
mers have to do now is generate the graphics. And in the 
meantime, they're also checking out the all the latest con¬ 
soles to find a worthy recipient of a Super Micro Machines 
Turbo edition-esque adventure, featuring 3D perspectives. 

At the moment, they won't confirm any information, but the 
possibility of a 32 bit version on an up and coming Sega 
system was mentioned several times... 




< SBUk f» 















































































nt the beginning nf this year n gnme came nut tar the PC CD-ROm thnt bleui 
gnmesplnyers away with its nwesome visuals and saund. That game was 
Rebel Assault a shoot 'em up from Lurasflrts based around the hugely suc¬ 
cessful Star mars trilogy. Ulhy are we telling you all this? Ulell, because Rebel 
Assault is all set tar release on the Rlega-CD and we'ue taken u peek at the 
only copy of the gnme in this country. 

For those of you who are unfamiliar with the PC game, 
Rebel Assault is an 'interactive movie' in the truest sense 
of the term, because it actually gives you the chance to 
take part in all your favourite scenes from the Star Wars 
movies. What's more, since LucasArts is actually owned 
by George Lucas - creator of the Star Wars movies - the 
programmers have had unparalleled access to material 
from the movies. The resulting combination of actual 
footage from the movies coupled with computer-generat¬ 
ed action scenes captures all the atmosphere of the Star 
Wars epics to a tee. And on top of all this, the John 
Williams soundtrack performed by the London Symphony 
Orchestra plays throughout the game. 

As far as gameplay goes, Rebel Assault is not dissimilar 
to the antique Star Wars coin-op. Shoot 'em up action is 
the order of the day as you battle your way through 15 
levels, each one based on famous scenes from the trilo¬ 
gy. However, because the stunning background visuals 
are actually pre-rendered graphics downloaded from the 
CD, the level of interaction is limited to set flight paths as 
you fly snowspeeders through the legs of giant AT-AT 
walkers, straff giant Star Destroyers in your X-Wing 
Fighter and, of course, face the now-legendary Death 
Star trench run. With 'in-the-cockpit' levels such as the 
trench run, this requires little more than a bit of target 
shooting. There are however, behind-the-fighter levels 
where you actually get to manoeuvre around the 
scrolling screen avoiding stalagtites, cavern walls and 
such like. 

There's no doubt that the biggest appeal of the PC CD- 
ROM game is the sheer gob-smacking brilliance of the 
visuals and we all know that the Mega-CD isn't exactly 
renowned for producing crystal clear FMV visuals. 
However, from the what we've seen it looks like 
LucasArts have managed to work miracles with Sega's 
CD machine. Although not up to the quality produced by 
the 'considerably-more-costly' PC CD-ROM, the clarity of 
the Mega-CD version is nonetheless extremely impres¬ 
sive. 

When Rebel Assault was released for the PC, sales of CD- 
ROM drives rocketed. 

Could it do the same for the Mega-CD? Well, at present 
nobody has picked up the UK rights for the game and no 
A rwo rUfontori release date has been set. However, you can guarantee 

AT-AT Walkers, it’s time to that as soon as it's ready, we'll give it the full SEGA MAG- 

ditch your snowspeeder and AZINE review treatment, 
head back to base. 
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▲ "I don't want excuses commander, I want to finish my dump. 


Oof, bad landing. I think I crunched 
nuts on the handlebar clamp. 


All the original costumes from the 
films have been used. If you look at 
the bottom picture you can see that 
the Stormtrooper is wearing one of 
Obi Wan's gardening moccasins. 


PILOTS 


SCORE 000115 


What s that mate? I'm driving the wrong way? How do you know where I'm going? Aargh! Squeal! Fart!' 


Rebel Assault is a trademark of LucasArts Entertainment Company. All screenshots are © 
1994 LucasArts Entertainment Company. All rights Reserved. Used under authorisation. 





























MWGC:— -1 PILOTS _ SCORE M O OJ 

It's easier said than done though, as your ship weaves about. 


Yoohooh! The final 
trench run. Shoot the 
wongo-nuts from out of 
Darth's dirt-track. 


AT-AT Walkers ahoy. 
Aim for inbetween their 
legs and stop them 
fathering any children! 


The first mission. Steer your T-16 through this canyon. 


ns sea on ni! 


Due to the fact that Rebel Assault uses actual footage 
from the Star Wars movies, you get to see more than a 
few familiar faces. Darth Vader, Luke Skywalker, C3PO 
and R2D2 all make appearances in the game. On the PC 
CD-ROM version however, it seems LucasArts had a few 
problems licensing the voices of the actors used. As a 
result, Darth Vader and C3PO sounded a little, erm, odd. 
Whether this will be the case with the Mega-CD is 
unclear but chances are, it won't be any different. 

ike LEGEno (onnnuES 

With all the interest that Star Wars still generates nowa¬ 
days, it's hard to believe that the original film came out 
as long ago as 1977. At the time it thrilled audiences 
with its pioneering special effects and became the biggest 
grossing film of its day. Three years later the long-await¬ 
ed sequel, The Empire Strikes Back, was released and 
performed the same crowd-pulling stunt all over again. 
Finally, in 1983 we saw the trilogy wrapped up with 
Return Of The Jedi. Or did we? When Star Wars was 
originally made it was claimed there would be nine 
movies in total, of which Star Wars was merely Chapter 
Four. Well, since Return Of The Jedi, rumours have 
abounded about the production of a fourth movie. All 
however, have proved to be foundless - until now! Yes, it 
seems that Star Wars 4 IS in production and will consist 
of the first three chapters rolled together. Of course, this 
means that none of the original actors will feature in the 
movie, however the script supposedly does exist and cast¬ 
ing for the new characters is underway. What's more, 
rumour has it that the whole movie will be filmed against 
a blue-screen with the whole backdrop being generated 
using Silicon Graphics technology, as witnessed in 
Jurassic Park. In fact, George Lucas, it has been quoted, 
reckons that this movie will be as ground-breaking today 
as the original Star Wars was 1 7 years ago. Word has it 
that the movie will be ready in 1 995 and already the Star 
Wars craze is on the comeback. Look out for the all-new 
bendy Star Wars figures. 



































































OnE DflRTH MIGHT... 

There are fifteen chapters in Rebel Assault and each one charts a major event in the bat¬ 
tle against the Empire. Fans of the Star Wars movies may experience deja vu over some 
of the following scenes. 



The game opens on planet Tatooine. 
Here, as a rookie Rebel pilot you're 
preparing for your first training flight. 


A series of different training runs 
across the surface of Tatooine in your T- 
16 gives you a chance to get to grips 
with the controls. 



You need to get to grips pretty quick On the run from the Empire, you 

though, because your first real mission have to escape from TIE Fighters 

pits you - in an X-Wing fighter - against through an asteroid belt, 

a Star Destroyer orbiting the planet. 




It's too late! Enemy troops have pen 
etrated the base. Here, you actually 
wander around a maze of caverns on 
foot, in search of your X-Wing. 


Barely have the Rebels found asylum 
on the ice planet Hoth, when their base 
is discovered by a Imperial Probe Droid. 
Time to take out the AT-AT Walkers in 
your Snow Speeder. 


Escaping from the planet in your X- 
Wing, you have to protect the Rebel 
Transport until it can move into hyper¬ 
space. 


Having rendezvoused with the Reel 
Fleet, the final mission is a full-scale 
attack on the Empire's dread secret 
weapon - the Death Star. 



UIRI UR STHR UIRR5! 

Ever since the original Atari Star Wars coin-op 
was released in the early Eighties, all manner 
of Star Wars-related home computer games 
have seen the light of day. However, at long 
last Star Wars is set to return to the arcades, 
this time as part of Sega's Virtua series. Sega 
Star Wars uses the Model 1 CG board and 
recreates all the action of a full-scale space 
battle - complete with Death Star trench run - 
using Sega's polygon technology. Two players 
can work together, one operating the guns, the 
other steering the ship, as they fly around the 
fully explorable space environment battling Star 
Destroyers, TIE Fighters and other war 
machines of the dread Empire. The game is 
soon to be released into the Japanese arcades 
and we'll be giving it a full test flight in a forth¬ 
coming issue. More importantly though, we'll 
be keeping our ears close to the ground for any 
information on the rumoured Mega-32 version! 




Just look at itl 
Imagine taking on 
the Death Star try 
that. If Darth Vader I 
saw you, he'd 
probably fill his 
colostomy bag. 





































A Hey, nice background, 


A Iron Clad, one of the 
hardest competitors look¬ 
ing, er, well-hard. 


VIDLJRND 


Straying auiay from the recent flurry of one-on-one beat 'em ups. Accolade's 
latest Alegadrive title Aeui Breed uses Silicon Graphics workstations (a la 
Jurassic Park) to create what they are hoping will be the most realistic fight¬ 


ing sim yet. 


Obviously, the Megadrive isn't exactly capable of 
producing such awesome animation as seen in JP, so 
Accolade are using a rather snoot technique known 
as Motion Capture technology to attain a reasonable 
level of realism on the 1 6-bit machine. What this 
basically means is that real fighters are filmed, and 
then that film is processed and projected on to the 
3D computer models - giving them the most realistic 
animation possible. This is the first game ever to use 
this technique. 


The game itself is still largely a demo, although the pro¬ 
grammers have manages to get the preliminary punches 
and kicks up and running. Two of the main sprites are 
also finished and from the little we've seen the game 
looks pretty stunning. By the time it's finished, there will 
be eight characters (four good ones and four bad), a 
variety of different modes including a duel mode and a 
choice of in game options. As we've already mentioned, 
there's little to see of this as yet, but look out for a full 
preview in a couple of months. 


1*1*' 


A Instead of having static back¬ 
grounds, the screen scrolls left or 
right as you fight. 


quests *3 


A Some of the competitors 
you can expect to see in 
the final version. 
































































When the press release for this game arrived on our desks, uie thought that 
sime it uias sooo special we'd reprint it ward for ward. Ian you work it out? 
Suggestions to the usual address.... 


"...Near the end of the Cretaceous period of our world, then 
called Ammon Dum, was caught up in a great struggle 
between the people of the Spiral Arm and the evil forces of 
Umbra. On this world, sealed in a secret vault lay the Dark 
Talis of Kangor Thrag, a weapon of incomparable power. 
Hidden for millennia, a young Khan of the Torakazi named 
Chance accidentally stumbles upon it and Umbran forces quick¬ 
ly move in to steal it...All that stands between them and the evil 
hosts of Umbra is an unlikely band of heroic outcasts named 
Fireteam Rogue. 

...Held captive aboard their own vessel, the Amulet, 
Fireteam Rogue must escape their captors, recover the 
dark tails and regain control of their ship. To do so 
involves hand-to-hand combat, puzzle solving, mazes, 
role playing, and piloting in a Zelda-style, retro Star 
Wars-Tolkien-esque [you what?] adventure..." 

The development for this game has hardly 
begun and already almost every game 
genre EVER is down on the list. We can't 
wait to see how it turns out! jt f 




osvh 




▲ Zeut, the hero of the 
game. Nice drawing, 
eh? 




-~4T 


▲ A pink blob and a bit of white fuzz 






Part of the unfinished flight sim level. 


* ' - 


A More flying action here, folks. 












































DO VOU Know UIHHT I'm THLKinG 
ABOUT? 

DEAR SEGA AAAGAZINE, 

Excellent! What more can I say about the Greatest Sega 
Magazine of all time. Do you know what I'm talking 
about? Yes, you're right, Digitiser on Channel Four 
Teletext, it's brilliant, fantastic and always tells the truth. 
No no, only kidding, Digitiser is the biggest load of 
horsepoo ever, but SEGA MAGAZINE is the greatest 
magazine ever. I loved your previews on full-motion 
video games. I know a lot of Mega CD owners don't like 
them, but I love them. I've got Night Trap and Sewer 
Shark and I think they're both great. 

Do you know if there will be a Night Trap 2, because I 
think that using Cinepak could make it brilliant. Do you 
also think there will be any 18-rated FMV games since 
Night Trap was given a 15 certificate? 

Finally, I'd like to ask you about something I read on 
Digitiser, it said that the Mega CD is a massive flop and 
that this year it will completely fade away. Is the Mega 
CD a flop, and will it fade away this year? I hope not 
because I really like it, seems to me though I'm one of 
the only ones that do. Please answer my questions and 
put my mind at rest about the future of the Mega CD. 
Thank you. 

Peter Wright, Dover, Kent 

SM:lt's very likely that there will be 18-rated FMV games 
thanks to the new (and voluntary) ratings systems cur¬ 
rently being adopted by all software manufacturers. 
Don't get too excited though, FMV games are unlikely to 
be more "shocking" or "outrageous" than they already 
aren't. The good news is that the Mega CD will certainly 
not fade out this year - the Megadrive 32 (as it's now 
officially known) will allow the CD to do run some truly 
incredible pieces of software and should lead the older 
add-on to total world domination. Ahahahahahaaaaal! 


I'VE HEARD ABOUT THE GBflIB 

DEAR SEGA AAAG, 

I think you are the best mag with previews before I've 
heard about the games and the previews are excellent. 
But do you check it before you publish it, there are loads 
of mistakes. 

Lucy B 

SM:Hey, don't blame us. If Sam spent less time in the 
pub with her cronies and more time casting anti-typo 
incantations we wouldn't have this trouble. 


I've ontv just mnnnGED to shift 
mv BUTT 

DEAR SEGA MAGAZINE, 

Your magazine is the best thing ever created! I will buy 
your mag every month. I was looking at Digitiser a while 
ago and I was very angry at how unfairly they rated 
Sonic 3. They gave it 72% saying it was nothing new at 
all. In all the other magazines I looked at Sonic 3 got 
90 +. The Digitiser review of Sonic 3 was a crap one- 


page review with no screenshots and didn't even make 
the effort to even briefly tell you what the game was 
about. I know it is a bit late to write about Sonic 3 as it 
was released months ago bit I have only just managed 
to shift my butt to write. I would just like people to see 
my view of this as they were probably pretty annoyed as 
well. 

Susan Baker, London 

SM: Ooh, it's those Digitiser types causing trouble againl 
Well, they're entitled to their own opinion, aren't they? 
The fact that everyone in the world thinks Sonic 3 is ace 
and they think it's useless is purely down to subjective 
opinion. The fact that they seem to be wrong about every¬ 
thing just shows that they must all be true individuals. 

••••••#••••••••••••••••••••••••••••• 

I WOULD LIKE TO WRITE ID 

DEAR SEGA MAG, 

I would like to write in to ask for a pen pal between the 
ages of 11-13, must be female and send a photo if pos¬ 
sible. Write to Gareth Mawby, 10 Lancaster Rd, 
Newcastle, Staffs ST5 1 DS. 

SM:Hey! If any of you pen pal types actually have any 
luck, write and let us know - we might set up some sort 
of regular column. Maybe it'll be like Blind Date and 
we'll be able to do a Showcase on the first SEGA MAG 
Pen Pals wedding. I doubt it, though. 


I Din TALK ABOUT WITH mUBISE GLEE 

DEAR SEGA AAAGAZINE, 

I just thought I'd drop a line and let you know my opin¬ 
ion on a couple of subjects. First of all, I have to congrat¬ 
ulate you on your magazine, your Showcase features are 
superb and the range of different topics you cover is sim¬ 
ply amazing! 

Now onto another subject, one that I can talk about with 
immense’glee. For once I can be proud to be a Sega 
owner and look forward to an action-packed future. 

Sega are whipping Nintendo's ass hands down in every 
department. Christmas saw Sega lead in nearly every 
area. The three biggest Christmas games were FIFA, 
Aladdin and Sonic Spinball and these three games sold 
more than any other games on any other format. While 
Nintendo persist in releasing substandard, bland and 
unoriginal games, Sega are releasing scorchers and for 
once Sega are catering for all fans of every genre. This is 
shown by the release of Sonic 3 (platform), Sub-Terrania 
(shoot 'em up), Virtua Racing (driving), Streets of Rage 3 
(beat 'em up) and Landstalker (RPG). And all of these 
games are 1 6 MEGs or more and each one pushes the 
Megadrive to its limits. 

There used to be a time when Nintendo had it all, what 
with Street Fighter 2, Zelda and Starwing. Now even 
those games look dated by Sega's latest barrage of 
releases, and with the forthcoming Saturn, Sega are 
going to remain the number 1 games producer...in the 
world. 

Chris Quigley, N Ireland. 

SM:Hooray for you and your sensible, perceptive letter, 
Chris. It's true that the European Sega release schedule 












SM:Hey! Here's a good idea - try going to school, you moron. 


represents a good cross-section of product, with plenty of good 
original titles accompanying the licensed titles. If you're forking out 
forty quid plus for a game, it's essential to have a good choice - 
you don't want yet another platform title exactly like the ones you 
already own. Hopefully Sega will stick to this release policy, eh? 


SHOULD GET OUT H BIT IMRE 


IHflUERIOVED 

DEAR SIR/MADAM, 

I am writing this letter to inform you that I sent a letter in just 
Before Christmas, and that I have not seen any thing in your mag, 
so I have moved mag's. In the future if you don't want to lose more 
reader's print their letter's. 

Yours optamisticaly, 

A Bedford, Bagillt, Clwyd. 

SM:Dear A, do you have any idea how many letters we receive 
each month? The volume of post means that there unfortunately 
isn't room to print every missive we get, especially not ones from 
semi-literate whiners with no command of the apostrophe. 


IUIIUUSEUSEVOUR TIPS 

DEAR ALL AT SEGA, 

I am writing to tell you how brilliant your mag is, I mean I haven't 
even got a computer but when your mag came out I thought I 
would buy it to give me ideas for 
buying my Megadrive. I couldn't 
believe how helpful it was. It told me 
about the new computers that are 
coming out. When I get my computer 
I will use your tips for the computers. 

So to all those readers out there, get 
your friends to buy this mag even if 
they have not got computers I would 
recommend this mag to anyone. 

Chris Garrett, Banbury, Oxon. 

SM:You know, you can't get much 
more of a recommendation than 
that. Except off the Queen. 


Hmm, uihrt n quizlirg 

DEAR SEGA MAGAZINE, 

HAZAR to one and all. Finally I've 
got around to writing you a letter. 

Firstly I'd like you to de-confuse me 
(ooer missus I thought this was a family mag). In issue 4 page 9 
you printed the Game Genie codes for Sonic 3 (to which I am 
grateful for). You were about to divulge the full explanation of why 
there are zones called Flying Battery and Mushroom Valley. Also 
why are the level pictures for Sonic 2 there as well (hmm, what a 
quizling). Also a friend of a friend says that the laser in the Mega 
CD causes damage to audio CDs. I said this was total pool! Could 
you please reassure me. Great mag. Keep up the good work. 
Simon Morley, Gillingham, Kent. 


DEAR SEGA MAGAZINE, 

There is a God after all and he has shown his powers again in the 
creation of another beautiful creature, namely Sam Hickman. If 
there was ever a mould for women to be cast out of then Sam 
Hickman came from that mould. In my short lived 1 6 or more years 
on this planet I have seen beautiful women come and go from 
Kelly McGillis in the 80s to Julia Roberts and Cindy Crawford in the 
90s but never before have I laid my unworthy eyes on such an 
attribute to the female of the species. Ever since I picked up an 
issue of my little brother's collection of computer magazines and by 
chance came across your wonderful contribution to the world of lit¬ 
erature and came across a small section of a page entitled 
"Welcome Sam and Tom" which I read half apathetically. But when 
I turned my attentions to the left of the welcome to see the pictures 
of the head employees of the magazine I was strangely grasped by 
the picture of Sam, however bad a picture it may seem to everyone 
else, and when I charged through the pages of the next issue to 
come across the new picture of Sam I was completely captivated by 
the vision of beauty which had caught my attention before. I hope 
it would not be asking too much (especially after all that flattery) if 
you could tell me more about the new-found woman of my 
dreams, perhaps a little about her background (with her consent of 
course) or what she's really like, or Sam if you'd rather not talk 
about yourself in these pages maybe you'd like a pen-pal or a 

close friend (or even a husband), if so 
then my address is at the top of the 
letter and if ever there was a woman 
to spend a lifetime of infatuation then 
no-one deserves it more than you. 
Take care of the woman I love. 

Peace out, 

Gene McQuaid., Kilmainham, Dublin. 

SMrWell, Gene, Sam's come over all 
shy and can't answer your letter per¬ 
sonally - aah! However, we'd be only 
to pleased to tell you about Sam's 
background. Born in the basement of 
a derelict cottage in the small village 
of Herbyderbys hi restone on a wind 
swept moor, Sam was abandoned to 
the care of the local coven by her 
mother - a were-demon. Sam was 
raised in the black arts until the age of 
16, when she was kidnapped by a 
deadly ninja squad and instructed in 
ancient Oriental death techniques. 
Working at SEGA MAG as cover, Sam 
is now plotting to construct a mystic bridge between this plane and 
the Netherworld, allowing her cohort the half-beast K'Threngar 
and his demon hordes to invade. Hope that clears everything up 
for you. 


rTDOESirTmnTTER 


G Plaskitt's deluded vision of the Megadrive 
32. See page 46 for the real thing... 


SM:Rest assured, Simon, the laser in the Mega-CD does no dam¬ 
age whatsoever to audio CDs, what with them being made of the 
same stuff as game CDs. So unless Sega have some sort of plot to 
make people buy games two or three times because their consoles 
have knocked the first version, the Mega-CD is perfectly safe. Now 
we'll finally answer your Sonic 3 question, the real reason for those 
levels is because (GUNSHOT)...gak! 


ntomHnnn whies. 

DEAR SEGA MAGAZINE, 

Please print this. I think your magazine is brill NOT. How come 
issues 2+3 don't have numbers on the sides of them. Too lazy to 
put them on hey. I payed £2.25p for them and they don't have 
numbers on the side. 

PS I think your magazine is a rip off. 

Trainspotter, Merseyside. 


DEAR SEGA MAG, 

Congrats on producing what is the "premier" Sega mag. It really is 
a "top" read. 

Er, right, enough brown nosing and down to business. The news on 
the Mega-32 was very interesting indeedy. If the preliminary specs 
are anything to go by, the Mega-32 is going to be a real botty-kicker. 
Anyway, since nobody knows what the beastie (Mega-32) looks like 
I decided to put my meagre artistic talents to some good(ish) use 
and come up with an "artist's impression". 

Whether I'm quite close to the final design, or miles away it doesn't 
matter, I just thought you'd like to know what one of your readers 
thinks the Mega-32 may look like. 

One last question though (well it's my first actually), do you know if 
Sega will be installing any extra joypad ports on the Mega-32? This 
would be a good idea making multi-player games more the norm 
and saving us tight wads having to shell out for a Sega Tap. 

I shall trouble you no longer, keep up the excellent work and, er, I 
read you every month. Ooops!! 

G Plaskitt, Cleethorpes, S Humberside. 










LETTERS 








aivpohit is about gabies 


SM:Yo G! Thanks for your pic, but just how do you think that's going 
to hook up to a Megadrive 2, eh? Eh? Answer us that one. Still, you 
should be able to see from our exclusive shots this ish that you were 
indeed miles out, but cheers all the same. Anyway, there are no 
plans to install extra joypad ports in the Megadrive 32 (as is its name 
now), but I shouldn't worry about that unless you've actually got 
enough friends to have a four-player game, which, living in sunny 
Cleethorpes, I doubt you will have. If it were Grimsby that might be a 
different matter. Besides, if any four-player games are coming out for 
it, you'd use your Megadrive Sega Tap, as you do now. 


(HnncE vour nnim 10 god 

DEAR SEGA MAGAZINE, I think you should change your name to 
God because that's what you are to me. 

Now onto the proper part of the letter. It has come to my attention 
that Sega have been selling us rubbish for years apart from a few 
things. I have just upgraded my Master System to a Megadrive and 
am thinking of getting a Mega-CD after I have saved up enough 
but Sega need to upgrade the games for it. They have just started 
to do this and I hope they will continue or the CD32 will take over 
(oh no). 

About a month ago me and my brother went round to play on our 
mate's new game Eternal Champions. On the way I got Issue 1 of 
Sega Mag from the shops. When we got there our mate read all 
about Eternal Champions while we played on it, after a while we 
had to go home. On the way my brother said "Eternal Champions 
and Sega Magazine rule!" before collapsing and going into a 
coma. I rang 999 and he was rushed to hospital. He has now been 
in a coma a whole week only opening his eyes to say "I need 
Eternal Champions" before closing his eyes again. As I am on a 
low budget I turned to my God and I am hoping that you, the 
world's greatest Sega mag can save my brother by sending me 
Eternal Champs. 

PS I will worship you twice as much if you do save my brother! 
James Thompson, Quorn, Loughborough 

SM:Oh dear, I'm afraid this letter's been lying around for months 
and we've only just found it. Well, you should have had time to 
save up for your own copy of Eternal Champions by now then, so 
we won't bother sending you ours. Hope your brother doesn't die. 


DEAR SEGA MAG 

Congratulations to you for a class mag. My point is though, about 
games. Me and my mates design games for Sega formats. If they 
were good enough could somebody program them for us? Also I 
have heard rumours that Codemasters are currently working on 
Micro Machines 2 as a J-Cart game. Is this true? 

Mark Williams, Portadown, Co Armagh, N Ireland 

SM:Well, Mark, I'm sorry to say that software houses rarely solicit 
work from outsiders, but it isn't inconceivable if your effort really was 
good enough. You'd need to map everything out pretty thoroughly, 
though. As for your Micro Machines query, perhaps the Work In 
Progress feature in this very issue may put your mind at rest. 


IKEtMIBIDIIIG 

DEAR SEGA MAGAZINE 

I would just like to say how disappointed I feel when I play a game and 
finish it just to get an ending which says "Congratulations!" or 
"Thankyoul". I feel an ending to a game is quite an important factor of 
a game. So in your reviews of games I think you should incorporate a 
mark towards the ending of a game. I personally usually go back to a 
game which has a really good ending just to see it again, rather than 
one I spent twenty hours on, just to get a congratulations (Krusty's Fun 
House for example). 

I used to be an avid reader of Megatech, but since it has been sold it 
has gone downhill drastically, but I am stuck with it because I subscribe 
to it. Actually it was a letter from Tom Guise pleading to re-subscribe, 
saying "the only Sega mag I will ever work for", and now where do I see 
him, but gracing these very pages. 

PS If Paul Johnson hates Digitiser so much why does he keep reading it? 
Miss N Hobbs, Ryde Isle of Wight 

SMilt'd be taking the ratings a bit far to judge the ending of a 
game. However,if a title has an especially good or lame end game 
sequence we do try to mention it in the main text of the review. As 
for Tom, you'll have to excuse him, he meant to say "I will only ever 
work for the SEGA MAG", but his grasp of English doesn't quite 
stretch to sentence structure yet, sorry. 


BLAZE IS LUSH SHOCKER 


I CUT IAV HAGER 


TO THE BODS AT SEGA MAGAZINE, 

Hi! Before I begin I must say your mag is excellent. Can you do me 
a favour by printing my letter in the next issue of your mag please. 

1 Is Streets of Rage 3 going to be a 24-meg cart? 

2 How is the MEGA-32 going to hook up to the Megadrive and 
Mega CD? Have you got an artist's impressions drawing or some¬ 
thing to show us what it will look like? 

3 Will Sega release a Sonic game for the Mega-32 or will they just 
convert the arcade version to the Mega-32 and the Saturn? 

4 Have Sega thought about giving Tails his own game as Dr 
Robotnik has one? 

5 In the Letters Page of Issue 5 you replied yes to that Sega and 
Ni@"*@do were working together on a new console, why? This 
means that Ni@"*@do can catch up on the competition with Sega 
if that's possible? 

6 What will the machine be, 16-bit 32-bit, 64-bit? 

7 IS there going to be an Ecco the Dolphin 2? If there is are Sega 
going to do it a bit like last time where you have to find out what's 
happening as you go along? 

8 When you hook up the Mega-32 to the Mega CD will it automati¬ 
cally upgrade FMV games like Night Trap? 

9 Is Blaze (ssshhhhwwwwiiiinnnggg) going to be dressed in red or 
in white clothing because I have seen two reviews of SOR3 and she 
is dressed in red and in the other (your review) she was in white. So 
what's it going to be, red or white, because Blaze is lush. 

Later buds, 

David Landers, Harlow, Essex 

SM:Hey! G Plaskitt wasn't wasting his time after all with his Megadrive 
32 design! Look - someone's interested! Mind you, given the intellect 
indicated by the rest of Mr Landers' queries, perhaps it wasn't such a 
good idea. Have you ever heard of irony, David? Well, that's what the 
Sega/Nintendo collaboration answer was you see, it was a little joke. 

It was not true. As for your question concerning Blaze - don't you 
think you should be getting out a bit more? 


DEAR SEGA MAGAZINE, 

After purchasing your May issue, I was extremely impressed by the 
quality of your magazine. I loved the Showcase of Streets of Rage 3 
and I think I'm going to buy it. The Sonic 3 map helped me find 
special stages I didn't even know existed. 

However, I am upset because as I was flipping the pages, I cut my 
finger on the the side. Please be sure to take greater care when 
cutting your paper to ensure that others do not cut thumbs causing 
a lot of pain as I did. 

Matthew Goldman, Edgeware, Middx. 

SM:We're sorry to hear about your mishap, Matthew, so from now 
on we'll be releasing SEGA MAG with special cork-tipped pages to 
prevent any further harm coming to our noble readership. You 
might like to protect yourself from this month's harsh and down¬ 
right dangerous leaves by wearing a stout pair of gardening gloves 
whilst reading. 



Hey, hey, that's the end of it for 
the night folks. Come hoik 
next uieek. Houe some letters 
ready, find remember on your 
may home - rnise man does not 
play leapfrog mith a unicorn, unless mearing 
unicorn-proof underpants. 
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ell, here we 
ore again. 


UJhat do you fancy 

uihingeing about this 
month, ah? Cart 
prices? Oh no, uie did 
that in issue three. The 
best console? Vamn,l 
don't think so. What 
about the release date 
for Super Street 
Fighter 2? 
flaarrgghh!!! 

This month, many of 
the questions concern 
the up and coming 32- 
bit machines. We haue 
to say that although 
these releases are 
looming on the hori¬ 
zon, there's not actual¬ 
ly been that much com¬ 
mitment yet from soft- 
mare houses, so at the 
moment, me don't 
knom mhat games mill 
be released, or mhen 
for that matter. 

Still, keep your prob¬ 
lems rolling in to us at 
the usual address: 
q&n,5Ecn mncnzmi, 
PRIORV COURT, 30-32 


li!lH;]||[rji[i]|| 


LORDOR, EC1R 3RU. Rnd 
me'll get back to you 
just as soonasis 
humanly possible. 



BRHIG 1HE (ES 10 BRITMI 

DEAR SEGA POSSE, 

I am the owner of a Megadrive, Atari and a 
PC and so far, out of all the magazines I've 
seen, yours is the best. I got my Megadrive for 
Christmas so I'm quite new to the world of Sega 
and therefore have loads of questions to ask. 
Please answer them. I'm dying to know the 
answers and I'm also determined to prove my 
friend Douglas wrong. 

1 Is there any chance of the CES show coming to 
Britain? 

2 Because you are an official Sega magazine, my 
friend thinks that you are paid loads of money to 
write whatever they tell you to. Now, I know 
that this isn't the case, but will you 
prove to him that it isn't? 

3 Will X-Men 2 be coming out? 

4 Will the Megadrive 2 work with the 
original Mega-CD? 

I know I've waffled on a bit, but please print 
this, because I really want to know the 
answers. 

CHRIS HAMMOND, NORFOLK 

SM: It's unlikely that the CES show will 
ever come to Britain, as after Japan, 

America is one of the largest devel¬ 
opment centres in the world. The 
CES is an established event in the 
US and if the location was changed 
to Britain, it is unlikely that the show 
would be as successful, for both 
financial and organisational rea¬ 
sons. Anyway, if it was moved it 
would mean that Rich would have 
no excuse to go swanning off to 
America twice a year, and as far as 
he's concerned, that's reason enough 
to keep it there for evermore. 

Yes, we are the official Sega magazine, 
but that doesn't mean we are told 
what to write by Sega. If you com¬ 
pare our review marks to 
those of other maga¬ 
zines (such as Mean 
Machines) you'll find 
that we rate games using 
the same systems and in 
most cases, they receive more 
or less the same marks. We are 
not at all biased - being the official 
Sega magazine basically means we 
get reviews and news from Sega before 
all the other mags do, and instead of spec 
ulating on up and coming releases, we 
are able to report straight from 
Sega's HQ. In fact, 
because we are using 
Sega's logos and such¬ 


like, we actually pay them a loyalty. 

As for your other questions: 3 Indeed - definitely this 
year. What we'd really like to see is a Mega-CD version 
with all the 30 or so of the X-Men over the years includ¬ 
ed - now that would be great. By the way, we're all 
big fans of the hilarious Sky cartoon X-Men 
series. The voices of the characters are just 
side-splittingly good, and the Cliche 
Police would have a field day with 
the dialogue. Bring it back, Sky, 
NOW! 4 Yes. 




IS IT FAIR? 

DEAR SEGA MAGA¬ 
ZINE, 

I must be one of the 
world's biggest Sonic 
fans, as I still haven't 
found a game that 
matched up to Sonic's 
standards. I also think 
that Sega magazine is 
the best mag around 
many thanks and keep it 
up! Now for my questions 
(sorry but there are seven of 

them). 

1 Will the Mars have any built in SVP 
chips, as the Saturn has five. 

2 Does every game on the Saturn have to 
use the SVP chip, and not polygons? 

3 Is the Mars compatible with the Mega- 
CD? 

4 Is Sonic 3 the last Sonic game for 
the Megadrive, and will there be 
any more Sonic games for the 
Mega-CD? 

5 Digitiser gave Sonic 3 a 
measly 72% rating. Do you 
think this was fair? 

6 How many zones (not levels) 
does Sonic CD have? 

7 Finally, will the Mars (being a cartridge add-on) be able 
to display decent full- motion video? Will it be better than 
the Mega-CD? 

SAMIR ELACHENE, NORWICH 

SM: Neither Mars (Mega-32 actually) or Saturn have 
SVP chips. What they do have is all-new microchips 
designed by Sega and Hitachi. SH2s, they're called. 
Saturn (and indeed Mega-32) also have advanced 
sprite engines as well as polygons (how about that 
arcade perfect version of Outrun, Sega?). The 
Mega-32 will enable a new breed of Mega-CD 
game to come about, with VHS qual¬ 
ity full-motion video. 

We think Digitiser is very 
funny (or at least we would if 
the 7 button on our TV remote worked). If 
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their review worries you, play the game yourself 
before you buy it and make up your own mind. Do 
we think their comments were fair? Well, not real¬ 
ly. Then again, if you didn't like Sonic 2 (which 
they were at great pains to point out), Sonic 3 sure 
won't convert you, so in that sense 72% came as 
no great surprise to us. What was quite interesting 
was that just about every mag gave it 90% or 
over... 

And staying with Sonic, well, there are plans for at 
least one more Sonic game this year. It's not Sonic 
4, and it is on the Megadrive. We'll tell you more 
in the next few issues of this fine Sega-related 
tome. A Sonic CD 2 looks unlikely, but there might 
be other Sonic-related CD titles. I daresay the 
plucky blue hedgehog'll turn up on Mega-32 and 
Saturn as well. 

Finally, Sonic CD has seven zones (with past, pre¬ 
sent and future bits in all of them), and yes the 
Mega-32 will be able to display better full-motion 
video, which I mentioned earlier. 


R FEUi BRILL QIIESIIORS 

DEAR Q&A, 

I have a few brill questions I would like you to 
answer: 

1 Why wasn't there a budget section in Issue 3? 

2 Which is better, Street Fighter II or Streets of 
Rage 3? 

3 Will the SNES footie sim Striker ever be released 
on the Megadrive? 

4 Which is better. Winter Olympics or Olympic 
Challenge? 

NICHOLAS BRADDON, CHESHIRE 

SM:There wasn't a budget section in Issue three or 
indeed any issue thereafter, because there simply 
wasn't space. In months when there are a multi¬ 
tude of games to cover, it seems pointless to use 
pages up on old games. Also, what with retailers 
the country over selling different games at £19.99 
in different stores at different times, it made com¬ 
piling the budget section extremely difficult and in 
the end, pointless. 

2 They're both different types of game really. SF2 
will probably give you more long-term satisfaction, 
as there's a plethora of special moves to learn, 
although Streets of Rage 3 is also a great game 
too. It's all down to personal taste really, so it's 
probably a good idea to test out both cartridges in 
a shop, and then make your decision. 

3 Er, ever played Ultimate Soccer? It's by the same 
coders and is based on Super NES Striker. 4 
Winter Olympics, but only because Olympic 
Challenge is so old now. Anyway to be honest, 
both games aren't exactly brilliant. 


PELE FOR FREE 

DEAR SEGA MAG, 

What do you think of FIFA soccer? I have read the 
review, but what are your personal feelings? 

I've seen Sonic 3 on sale in most shops for £45, 
but there is one shop selling it for £59, with a copy 
of Pele thrown in for free. Which do you think is 
the best value for money? 

3 What is the best racing game for the Megadrive? 
GLYNN BEAVERS, YORK 

SM: As the review stated, FIFA Soccer is brilliant - 
we are telling the truth you know. As for the Sonic 
3 "offer", it's probably best to buy the cheaper ver¬ 
sion. Although you get a free game with the other 
offer, Pele really is one of the most diabolical foot¬ 
ball sims to appear on the Megadrive EVER! In 
fact, you'd have to pay us to play that pathetic 
example of a soccer game. And yes, you've 
guessed it, Virtua Racing is the best racing game 
on the Megadrive, although Domark's FI is a 
close second. 



SM: There aren't as many 
Master System games avail¬ 
able as there are Megadrive 
games simply because there 
are millions more Megadrive 
owners. Sega obviously do 
care about Master System 
owners as they are continuing 
to release games for the con¬ 
sole, but if they released every 
game on the Megadrive on 
the Master System too, they 
just wouldn't make enough 
money from it, which unfortu¬ 
nately is what it's all about at 
the end of the day. 2 Possibly 
3 You should be fairly satis¬ 
fied with either of the afore¬ 
mentioned carts. 


iniRIGUinC SELECTIOR 

DEAR SEGA MAGAZINE, 

I have an intriguing selection of questions for you 
to answer: 

1 Will Flashback 2, Another World 2 or Day of the 
Tentacle ever be released on the Megadrive? 

2 Sonic Drift on the game Gear looks excellent, as 
does Chuck Rally on the Mega-CD - but will either 
of these be released on the Megadrive? 

3 Using the SVP chip, could Virtua Fighters or 
Virtua Star Wars ever be released on the 
Megadrive? 

STEVEN TAPSON, ST ALBANS 





▲ Micro Machines - better than Road Rash? 


DO SEGR LORE? 

DEAR SEGA MAGAZINE, 

First of all, I think your magazine is brilliant. I own 
a Master System II and have a couple of questions 
I would like answered. 

1 Although lots of Megadrive games are being 
converted to the Master System, I have noticed 
that there aren't half as many games available as 
for the Megadrive. Don't Sega care about their 
loyal Master System customers? 

2 Will Jungle Strike come out on the Master 
System? 

3 Which one of these is best - Micro Machines, 
Desert Strike or Road Rash (all for the Master 
System)? 

DANIEL SNOWDEN, ASHFORD 


SM: 1 : No. Another World 2 is on Mega-CD 
though. 2 No, but a game of that ilk would defi¬ 
nitely go down well with us. 3: Sega have stated 
that the new Mega-32 technology is designed to 
bring the arcade experience home and both of the 
titles you mention are logical choices for conver¬ 
sion onto the new system. 


rdirzidg nmouni of gear 

QUERV 

DEAR SEGA MAGAZINE, 

You mag is cool and has great tips and reviews, 
but there is one thing I want to know. How do you 
know if you have won the amazing amount of 
computer gear in the tips section? I can't find any¬ 
thing in any of the pages to say who has won the 
tips prize. Also, why are some games £50 in one 
shop, then £70 in another? It's not fair, because I 
could have saved myself £20 when I bought Sonic 
3, if I'd have known. 

MICHAEL TURNER, CO DURHAM 

SM: If you've won a prize for an ace tip you've sent 
in, one of the people who work on the Sega mag 
will inform you over the telephone (or by post if 
you're not on the phone). To win the prize you'll 
need to supply us with a GOOD tip that hasn't 
already been printed in another mag (and let's 
face it, that's a pretty tall order). Sometimes, no- 
one will win the prize, as only old tips have been 
sent in, and we've found the rest of the tips our¬ 
selves (unfortunately though, we don't get the 
prize). Oh, and some games are more expensive in 
certain shops purely because it's up to the retailer 
how much they sell a game for. Usually, larger 
chains will sell games at a cheaper price because 
they can guarantee larger sales and have relatively 
cheap expenses. Smaller shops can't afford to do 
this, which is why their games cost more. 


I HAVE S0R1E GRIPES 

DEAR SM, 

I have some golfing gripes and would like to test 
your most excellent knowledge. 






































1 Does PGA European Tour Golf have a battery backup 
facility? 

2 Do you need a four way play to access the four player 
mode on PGA? 

3 Can you still play against the computer in a skins 
game? 

STEVEN CHARLESWORTH, CASTLEFORD 
SM:1 Yes it does. 2 No 3 Yes. 


to get one would be to order it from an importer. 2 Er, no. 
3 Because working on the Sega Magazine was obviously 
far more rewarding and the pressures of fame were get¬ 
ting to be too much (it's not that they didn't ask him back 
for a second series or anything). 4 A lot of people have 
asked this one, but apparently it's just not to be. 5 We 
have heard some rumblings about this game, but Sega UK 
do point out that it isn't on any of their release schedules, 
so don't hold your breath for it. 


BRHl EXCEPT FOR DRRK SRTURII 
PICTURES 

DEAR SEGA MAG, 

Your mag is brill except for your dark Saturn pictures. 
Anyway on to the questions. 

1 How come Star Trek: The Next Generation won't be 
released in this country due to its price, but Virtua 
Racing is? 

2 Is Virtua worth £70? 

3 Is Star Trek any good because I'm a fan. 

4 Can you buy a modem over here, and if so, how 
much do they cost? 

5 How come Sega mags don't give away free demos 
like PC and Amiga mags do? 

MATTY PETERSON, MERSEYSIDE 

SM: Virtua Racing features state of-the-art technology 
AND the SVP chip, which justifies its rather extortionate 
price tag. Unfortunately, although Star Trek is a good 
game, it doesn't feature any such technology and 
therefore doesn't justify the price tag as easily. 

Honestly, it's not bad, but it isn't worth 60 quid! 

Also in terms of sales, it would be a lot easier to sell 
Virtua Racing than Star Trek, which appeals to a more 
specialised market (who, we dare say, will get hold of 
an import copy). If you're a Virtua fan, it's definitely 
worth shelling out £70 for it, as let's face it, you've 
probably pumped that amount of cash into the arcade 
version over the years. However, if you've just a passing 
interest, £70 may be too much for a game that you'll 
only play now and again. 

You can buy loads of modems over here... if you own a 
computer with a serial port. However, the Megadrive 
modem never made it across from Japan and is now 
discontinued. The Edge-16 modem from America isn't 
out yet, and we doubt it'll come over here - mainly 
because using the phone for even local calls is relatively 
expensive. 

And as for demos... tell you what, we'll put a 24-meg 
cart on the cover packed with demos and charge you 
£62.24 for it. Bargain... I suggest you see your doctor 
for a prescription of reality pills. 


SCRAP THE RinSTER SVSTEIR 

DEAR SEGA AAAGAZINE, 

I have been reading issue 3 (sadly not issues 1&2) and I 
think that it is packed full with useful information - almost 
everything I need to know. However, I still have a couple 
of questions for you to answer. 

1 Is Ren and Stimpy worth £44.99? 

2 Why don't you include a "shop" section in the back of 
the magazine? Most of the other magazines have this sec¬ 
tion and I find it useful to see how much second-hand 
games are worth. 

3 Is Streets of Rage 3 better than Streets of Rage 1 and 2? 
PS: Scrap the Master System stuff. It's not worth the bother 
or the space. (Sorry all Master System owners). 

MARK ROGER, IPSWICH 

SM: 1 The recommended retail price of Ren and Stimpy is 
actually £39.99 - not £44.99, so if you're a fan, by all 
means check it out... if you're not a fan, we wouldn't rec¬ 
ommend it. 2 Because we don't want to, that's why. 3 yes. 

Well that's it then. I'm off to lie in the sun and scoff ice lol¬ 
lies. You know, you lot should try it some time, it's actually 
quite good fun. Go on, give those Megadrives a break. 

See ya! 
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. Ultimate Soccer in its "blue" period. 
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UIEIRD RUIAOURS 

DEAR SEGA AAAGAZINE, 

I've heard lots of weird rumours and questions lately - 
please could you stop me from thinking about them all 
the time, by answering them RIGHT NOW. Thanks. 

1 I've heard about a machine called the Mega Karaoke 
that slots on to the side of the Mega-CD. If this is true, 
when will it be available over here and how much will it 
cost? 

2 The Megadrive has a slot at the bottom, to make it 
compatible with the Mega-CD. At the bottom of the 
Master System, there is also a slot. However, there is no 
slot on the Master System 2. Was the Megadrive origi¬ 
nally going to be an add-on for the Master System to 
make the console more powerful? 

3 Why did Radion leave GamesWorld and fame and 
fortune as a videator? 

4 Is there a Sonic 2 CD planned? If so, when will it 
come out, and will Tails be in it? 

5 I've read about about a game called Sister Sonic. 
What is the game about and does it involve Sonic in 
any way? 

KEVIN GEATER, IPSWICH 

SM: The Mega Karaoke is only available in Japan and 
will never be officially released over here. The only way 
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▲ Ultimate Soccer for Sega, Striker for Nintendo. 













































You beat your brother. 

You beat your brother’s friends. 
You beat your cousins. 

And their friends. 

You beat that one guy, Steve, 
who said he couldn’t be beat. 
And you beat them all bad . 











WHAT'S on THE 


Basically, the Megadrive 32 upgrade 
sits on top of your Megadrive, and 
plugs in via your cartridge port. It 
has been designed to fit snugly into 
Megadrives I and II along with the 
recently released Multi-Mega (pics 
next month). No new joypads or 
ports are required. You just use the 
Megadrive pads as usual. A lead 
emanating from your system's AV 
out socket plugs into Megadrive 32. 
A video out socket plugs straight 
into your TV or monitor. 




SEGD mncnziiiE: first with the 32-bit exclusives. 
This is what the mega-32 (now officially known as the 
megadriue 32) is going to look like. Check this 
out, along with more totally exclusive 32-bit 
work-in-progress showcases. Vou want to 
see Uirtua Racing, 3D Shooting Game and 
action Game? Ule have all three - and you 
won't see any more of them anywhere 
else for some time. Enjoy. 









32-BIT SHOUICIISE 



Regular readers should know this. Two 32-bit SH2 chips power the 
show, providing incredible polygon rendering capabilities (a nigh-on 
identical conversion of Virtua Fighter shouldn't be a problem). A new 
VDP (video digital processor) provides more colours and a higher 
screen definition. Rounding off the spec are several memory 
chips along with a new custom sound processor. Smart 
eh? All being well, we'll have the full tech spec for 
you next month. K 




Sorry, we can't announce anything yet (wait 
until next month! where well announce the 
Megadrive 32 Mega-CD titles that are DEFI¬ 
NITELY in production). As has been disclosed 
elsewhere, conversions of Virtua Fighter along 
with a deluxe version of Virtua Racing 
are strong possibilities. Sega have 
already announced that they 
intend to "bring the arcade 
experience home" with 
Megadrive 32... and 
that could apply to 
older Sega coin¬ 
ops as well as 
the newer 
Virtua titles... 


More next 
month. 
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32-BIT SHOWCASE 


UIRTUfl Rflcmc 


011 32 -BII consoiE! 



Ule began the iourney into 
the bizarre luorld of home 32- 
bit lait month, revealing con¬ 
sole versions of Virtuu 
lighter and Daytona USD. 

This month, oor epic voyage 
cnntinoes as uie enplore 
three more Saturn titles. 

The future's so bright. 

Virtua Racing continues to astound and 
amaze arcade-goers the world over - its 
latest incarnation, Virtua Formula, bring¬ 
ing even more realism to the simulation. 

During the Winter CES Show in January 
this year, Sega unveiled the forthcoming 
conversion to the proposed Saturn con¬ 
sole. We have access to the video 
shown - as you can see from the screen- 
shots printed here. 

Virtua Racing on the home 32-bit machine is 
almost identical to the coin-op in every respect. 
The sheer speed of the game, coupled with its 
smoothness made it a real looker - and the 
console version is exactly the same. In fact, 
after seeing the Saturn version of Daytona 
USA, we came to the conclusion that Sega's 
home system could faithfully replicate Virtua 
Racing with very little effort being exerted on 
the 32-bit RISC SH2 chips. 

As we said last month, there is very little to dis¬ 
tinguish this version from the arcade original. 
The only differences we noticed were a pit- 
crew with different coloured trousers - along 
with an on-screen track representation that 
scrolls under the car rather than over it as in 
the coin-op. 

There have been many rumours about a 
Mega-32 version of Virtua Racing. Some 
reports even say that a deluxe version is in the 
works with extra tracks. This has not been con¬ 
firmed at all by Sega - but the fact is that the 
SH2s in Mega-32 are exactly the same as 
those producing the fine graphics you see on 
this page. That being the case, should Sega 
release VR for Mega-32, what you should be 
getting is something just as good as, if not bet¬ 
ter than, the game you see on these pages. 
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▼ All the high¬ 
speed collisions 
and car-spinning 
action of the coin 
op remain. 
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A sequence of 
action as we career 
along the beginner 
track in Saturn 
Virtua Racing... 


Clearing the 
bridge, we zoom 
into the FI car's 
cockpit as we 
take the next cor¬ 
ner. Wahay! 










































32BIT SHOWCASE 



3D SHOOTIDG CD 

IT'S II BUST! 


One of the first home 32-bit demonstrations 
revealed uias a spectacular 3D game, which cast 
the player as a dragon rider armed with a rather 
large crossbow. R graphical exercise of frightening 
proportions, "3D Shooting Game", as it has been 
dubbed, shows off just haw powerful the 32-bit 
SH2 chips really are... 


First of all, as we write, there has 
still been no indication of just how 
far this project will progress. 
Although it has been called\ a 
game, the work-in-progress version 
we've seen is little more than a 
graphical demo... but it’s extremely 
impressive, it must be said. And 
from the continued coverage the 
game is getting in Japan, it is likely 
that Shooting Game will become 
one of the first Saturn games 
released when the machine finally 
appears. 

Like all of the 32-bit titles that Sega 
have released so far, Shooting 
Game is based around polygons - 
hundreds of thousands of 'em to be 
exact. But Sega of Japan's crack 
coders are not stopping there. Each 
polygon in the game is overlaid by 
texture maps, which bring a whole 
new level of realism to the title. 
There's plenty of light-sourcing too. 
Every polygon - right down to the 
construction of your player's head - 
is shaded according to its relative 
position to the main light-source. 
And that's not bad. In fact, initially 
we thought we were having a 
sneak preview of a new AM2 
arcade machine. 


What there is in the game in terms 
of gameplay is pretty sparse at the 
moment. Basically, you ride around 
on the back of a dragon shooting 
things. By this, we mean large flying 
insects of doom. The detail - even on 
the enemy sprites is immense. We 
estimated that just one enemy insect 
was made up of over 200 polygons. 
This game also shows off just how 
effective a Virtual Reality headset 
could be using this new 32-bit hard¬ 
ware. Shooting Game has Virtua 
Racing style viewpoints - one of 
which zooms right in your rider's 
head. You can "look around" in the 
virtual world, flying in one direction 
whilst blasting in another. 

Although Sega VR may have been 
delayed on the Megadrive, we would 
love to see the system up and run¬ 
ning in time for the release of the 
Mega-32. Imagine the in-car view of 
Virtua Racing being linked to the VR 
headset. Having used the headset I 
would have to say that the result 
would be amazing. But still, enough 
of this speculation. 

Expect more coverage of Shooting 
Game in the future (perhaps closer 
to the release of the Saturn). 
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appears to have VR views 
just like Virtua Racing. You 
can even "become" your 
character’s head and look 
around! Smart eh? 























































32-BIT SHOUICnSE 


As we approach this jack-in-the-box, the blighter springs right out. The screen pans back and the robot indulges in a spot of battle. 


A You can visit areas of the backdrop in Action Game 
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Sega have attempted to make Action 
Game's world as "real" as possible. 
These blocks tumble in a most convinc¬ 
ing manner. 


▲ Plenty of the laws of 
physics (eg gravity) have 
made it into Action Game. 


First of all, we must say that we have only seen 
some early work-in-progress footage of what has 
been called Action Game. In fact, just like 3D 
Shooting Game (also featured in this issue), there 
has been no firm word from Sega on whether this is 
just a demo of the Sega/Hitachi 32-bit SH2 chips. 
However, just like Shooting Game, its continued 
appearances in the Japanese press would suggest 
that Sega are carrying on with the development of 
this title. We think that would be a prudent decision, 
because what we have seen of the game is frankly 
stunning. 

Imagine a platform game composed entirely of poly¬ 
gons. Imagine a backdrop you could explore and 
interact with. If you can, you'll have some small idea 
of what to expect from this awesome project. 

The player controls a golden clockwork robot, 
patrolling what could be a dolls' house packed with 
lethal toys. We've seen about five different sections 
of the game, starting off with your character walking 
along a piano. In the background, you can see a 
helter skelter. Later on, you're actually in front of the 


helter skelter, saving yourself from a careening 
train by chucking an enormous great block in 
front of it. 

In terms of lethal toys, look out for rampaging 
cuckoo clocks, toy trains and, best of all, an enor¬ 
mous jack-in-the-box. Walk near this one, and he 
shoots out at you, filling the entire screen with his 
polygon presence before the action pans back to 
the one-on-one combat scene we pictured in a 
previous issue of SEGA MAGAZINE. 

The great thing about polygons is that you can 
construct realistic environments around them. That 
isn't restricted just to looks. Action Game features 
objects to pick up or push. The rules of inertia 
have been faithfully replicated in the 3D world. 

It's that sort of level of realism that will really 
make 32-bit games the way forward. At present, 
this sort of title wouldn't be possible on anything 
less than a top-spec PC (and even that would 
have plenty of trouble replicating this). Saturn and 
the super-affordable Mega-32 will bring these 
incredible games to the masses. 


A Watch out for the speeding 
train! Block its progress with 
that handy block! 


non (Gnmc) 

If you saw last month's SEER nMGflZIllE, you would have seen exdu- 
sive shots of an incredible Saturn game still in the throes of develop¬ 
ment deep within the bowels of Sega of Japan. Ulell, we have more 
pictures than you would possibly believe, quite a few of which are 
placed upon this page for your delectation. 
















































32-BIT SHOUJCnSE 


IWT FORGETTII1G 


Hs regular SIGH mnGnzmE read¬ 
ers uiill knaui, uie extensively 
featured the home versions of 
Virtua fighter and Daytona last 
issue. However, if you missed 
that fine issue, or are just after 
some more pictures af these red- 
hot games, check this! 




All the moves, all The action is as p oor Q ld Jacky The powerful Akira 

the throws. VF on realistic as it ever doesn't really stand emerges victorious from this 

32-bit has it all! W as in the arcades. a chance here. particular ruck. 




A The home 
version of 
Virtua Fighter 
will have all 
eight charac¬ 
ters from the 
arcade version. 


A Sarah and 
Jacky are 
brother and 
sister, sharing 
a lot of combat 
techniques. 



A Fight one! Ready! Go! 
Virtua Fighter on Saturn is 
looking very special indeed. 
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▲ Speeding along the 
beginner track. 


▲ An action sequence 
from Daytona. 


▲ Although as fast as the coin-op, Saturn 
Daytona is not as detailed. 


▲ Looking even more impressive than 
Virtua Racing, we can't wait for this. 



Daytona in the arcades is excellent - and the home 32-bit version is shaping up to be totally astounding! 


The VR viewpoints of the arcade machine are simplicity itself to the SH2 powered 32-bit technology. 
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Ever wanted to shoot your friends? 
Ha ho, that's how people always start 
features about pretend guns, be they 
paintball, motorised water pistols or 
euen these lovely new pieces of kit 
from those ever-groouv hods at Sega. 
But on this magaiine we pride our- 
seives on our honesty, integrity and 
quality (as the Daily mirror might say), 
so we're not going to keep up the kind 
of charade that may raise the hopes of 
potential peer-kiiiers. You want to buy 
Cuns & Ammo or Shoot to Kill monthly 
for that sort of thing. These guns are 
just a bit of harmless fun. 




Before you go praising Sega as the foremost innovators of entertainment prod¬ 
ucts in the whole wide world ever, it may interest you to know that this isn't the 
first time that the avenue of light emitting guns has been explored. The first com¬ 
pany to try the idea was Mattel, with a range of toys called Lazer Tag. Lazer Tag 
proved incredibly popular in the States, where it spawned a comic and even a 
cartoon serial. However, the guns were extraordinarily expensive in this country 
(£50 each!), and so never caught on. Nope, warriors of the future dimension over 
here took to Photon, which was much cheaper, and housed the sensor in a big 
plastic helmet, as opposed to the velcro-backed Lazer Tag effort. If only the sets 
had been compatible, maybe now the whole world would be living in light gun- 


induced harmony and peace. 






































In this case, the second piece of kit is the 
Terminator-esque headset. This has a num¬ 
ber of functions. The first (and most impor¬ 
tant) acts as a sensor, recording each hit 
you take. The second function tells you, via 
a little LED readout in the corner of the eye 
visor, how many times you've been hit. 

Once you've sustained a certain number of 
direct hits, a bleep-type tone sounds,inform¬ 
ing you that you're out of the game. The 
third and final role of the headset is to 
make you look like a mean, hard-bitten 
post-apocalyptic cyborg bounty hunter when 
you're legging around the local town centre 
with your mates. 

The current enthusiasm for paintballing 
is probably the biggest asset for the Sega 
guns. Whilst it's undeniably great fun to go 
out and shoot your friends with ink, the cost 
of the hobby is extremely prohibitive, and 
there's always the chance you'll get 
knocked out of the game within fifteen sec¬ 
onds and have wasted all your cash. 
However, you can buy a couple of sets of 
guns for less than the cost of an afternoon 
paintball session and never have to worry 
about further expenditure, except in the bat¬ 
tery department. However, if you are a bit 
of an obsessive, Sega have planned a range 
of upgrades and new guns (including a 
rather ace looking carbine) which are 
already on sale in Japan and should hit this 


country later in the year providing the initial 
kit proves popular enough. 

Strangely enough, the guns are being 
distributed in this country by Bandai, the 
people who, not so long ago, where solely 
responsible for the distribution and licensing 
of all Nintendo products in this country. So 
if you're the sort of person who holds 
grudges against rival games companies, 
don't be put off. The Sega guns look set to 
be essential summer possessions (although 
make sure you don't accidentally shoot 
some big skinhead who's also playing with 
a set in the same park or you might get 
beaten up). 

The Sega guns should be on sale not 
long after you read this from all good toy 
shops (and a variety of bad ones too, we 
should wager). Given the company behind 
them, it's probable you should be able to 
buy your gatts where you buy your games 
too. The prices are quite reasonable, with a 
gun and headset pack costing £ 29 . 99 . 

We've got a couple of sets here in the office 
at SEGA AAAG, and we thoroughly recom¬ 
mend them. In fact, we just sit here all day 
in our headsets, waiting for a surprise 
attack by another member of staff, or per¬ 
haps an all-out assault by the staff of a rival 
magazine. 

For more information ring 
Bandai UK on 0329 822565 


Ilia bid to get 
more gamers out of 
their bedrooms and 
into the real world, 
running around in the 
fresh air and getting 
a bit of exercise, 
those kooky Sega sci¬ 
entists have come up 
with an ideal sum¬ 
mer-type outdoor 
pastime. Using tech¬ 
nology first devel¬ 
oped for those annoy¬ 
ing laser pens people 
with more money 
than sense always 
show off at parties by 
constantly shining 
them at each other until you 
want to hit them, Sega guns 
shoot invisible beams of 
light to a distance of about 
fifty feet or so. The guns 
also come with an excellent 
choke button that drains not 
one, but THREE lives from 
the unlucky recipient. This in 
itself isn't much of a thrill. 
After all, it's not like you'd 
be able to tell if you hit 
someone, or even if you're 
gun was working for that 
matter. But of course, like 
Laurel without Hardy, the 
Sega gun needs its trusty 
partner to function properly. 











V ou can saue 
over £25 on 
our BKclusiuE 
subscription offer. 

There are no catches, 
no hidden entra costs. 

For only £39.95 you 
get 12 issues of the 
Sega magazine 

delivered directly __ _ 

to your home DI1D one of the tap '*** 

games mentioned below, flint's a saving of up to £27 on 
current retail prices!!! 


Not one, but TWO totally incredible sports simulations - John 
Madden Football AND the amazing EA Hockey! All on one 
cartridge! An amazing offer if ever there was one. 


Based on Marvel Comics' top-selling series, X-Men: the game 
pits you against the heroes' most deadly enemy - the twisted 
Magneto. Exceptional two-player platforming action! 


The Sega magazine is Britain's only official 5ega magazine, 
pached with the latest software news, in-depth preuiews 
and reviews months before other magazines even get a 
sniff of them. It's already brilliant value for money, mahe 
sure you take advantage of this brilliant offer before it's 
too late. 



DRRGORSFURY 


Dragon's Fury is simply the 
definitive pinball simulation 
for the 16-bit system. This 
title features stylish gothic 
graphics, super-smooth 
scrolling and bonus games 
aplenty.This not only plays 
like pinball, but improves on 
it by including features that 
just couldn't be added to a 
real table. Even if you're not 
a pinball fan, you'll love this! 



HI! vou haue to do is choose one of the fallowing. 
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This game is rightly revered as one of 
the greatest Master System titles ever! 
Control either the warrior, wizard, elf of 
valkrie as you battle your way through 
100 eight-way scrolling dungeons. 



This classic title is SEGA MAGAZINE'S 
top choice as Best Master System Game 
Ever! Guide Agent 4125 through multi¬ 
ple platform levels, avoiding Elvin 
Atombender's maniacal robots! 



Joe Mushashi returns in another highly 
acclaimed Game Gear adventure. 
Shinobi 2 features excellent scrolling 
beat 'em up action - a fine addition to 
your Game Gear library. 




Alien 3 on the Megadrive is 
one of the greatest blasters 
available for the console. You 
control Ripley, who patrols the 
super-smooth scrolling plat¬ 
form levels of a prison planet, 
blasting apart Aliens with 
some effective weaponry 
ranging from pulse rifles 
through to hand-grenades! 

Put simply, Alien 3 is blasting 
action second-to-none. 



STREETS OF URGE 

The scrolling combat game 
that started off an incredible 
craze hits the Game Gear in 
real style. Guide vigilantes 
Axel, Blaze and Adam through 
the eponymous scrolling 
streets, dishing out copius 
quantities of beat 'em up 
action. With brilliant graphics, 
along with some super playa¬ 
bility, Streets of Rage is simply 
a superb 8-bit beat 'em up! 


T o place your order simply complete the coupon 
below and send it with payment to: Tower 
Publishing, Tower House, Sovereign Park, Lathkill 
Street, Market Harborough, Leicester LEI6 9EF. Or call 
our CREDIT CARD HOTLINE on (0858) 468888 quoting 
appropriate source code and game offer code. 

This offer applies to UK residents only. 

Your software choice is mailed separately to your first issue. Please allow 
28 days for fulfilment. 

Please allow 28 days from receipt of order for fulfilment. Your subscription 
will start from the next available issue unless otherwise specified. Software 
subject to availability. In the unlikely event that your choice should become 
unavailable we reserve the right to offer an alternative game. 


p———^ ' I 

I— P Tick here if you do not wish to receive any direct mail that 1 
EAAAP Images Ltd feels may be of interest to you. Offer ends 
14th June 1994 
Source code: 0011 

I enclose □ cheque □ postal order for £39.95 
made payable to Emap Images Ltd. 


! EA Sports Pack : 011 
! XMEN : 012 
! Dragons Fury : 014 
I Alien 3 : 015 

! Gauntlet : 016 

* Impossible Mission : 017 

j Shinobi 2 : 018 

• Streets of Rage : 019 


Name:..., 

Address:, 


Postcode:. 


OFFER SUBJECT TO AVAILABILITY 
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According to those in the know, Bruce's story suffered from copious quantities of "gloss' 
from fact to the big screen. Still, it is this story on which the game is based, as well as tf 
niques of Lee (although Jeff Zie doesn't agree). Here's a quick resume. 


lEU&OnfcDMKEHMl 


... Bruce goes to the Lantern Festival, attend 
ing a top ball-type affair. However, some 
rowdy sailor causes something of a fracas, 
unable to reason with the man, Bruce 
unleashes his "fists of fury". His dad isn't 
impressed, and neither are the local police, 
come to think of it. 


Bruce has arrived in America, but in order to 
get into college, he needs some cash - thus 
this kitchen scenario. The attention of a 
pretty girl causes some jealousy which 
results in, you guessed it, some fisticuff- 
related excitement, as Bruce takes on two 
chefs! What next, hair dressers? 


Troubled by bizarre visions, Bruce Lee's 
dad fears for the life of the future martial 
arts master. Giving him some protective 
mirrors, he tells Bruce to head for 
America. "You will die in Hong Kong," is 
his solemn prophecy. All this mirror busi¬ 
ness sounds a bit dodgy. Surely some 
semi-automatic weapons or at least, a 
shotgun, would have been more appropri¬ 
ate. Bruce, however, goes to America. But 
before that... 


1EUE1 THREE: 
SERfTLEGVm 


Safely in college, Bruce is 
determined to stay in top 
condition, hence this trip 
to the gym. However, one 
thing leads to another, 
resulting in a martial arts 
spectacular involving 
Bruce and a man with 
whose afro is even more 
terrifying than his karate 
prowess. In the film, Bruce 
won. Plenty of people 
were so impressed they 
paid for him to teach 
them. 


Although Bruce won the fight, Sun 
paralysed him. During his stay in 
hospital, Bruce got around to mak¬ 
ing up his own martial art, Jeet 
Kune Do (translated, that means 
The Way of the Intercepting Fist). 
However,Ihis doesn't make for a 
good game really, so you get to 
duel with a woman brandishing a 
big stick on a film set instead. Fair 
enough... 


Jeet Kune Do is a success, with 
loads of people turning up to 
Bruce's Kwoon for lessons from 
the now un-paralysed master... 
including Afro-Man from level 
three, who decides to take on 
Bruce. He doesn't get very far, 
but what do you expect with a 
hairstyle like that? 


Bad move Bruce! Teaching these heathen American types has 
upset the Chinese Sensei blokes. Bruce must face their champi¬ 
on, Johnny Sun, in order to win the right to continue. This bloke 
hasn't got an afro - instead, he's armed with some devastating 
combination attacks (well, one actually). 










































The Big Boss goes on to break all 
records in Hong Kong, and Lee 
secures his first Hollywood film, 
Enter The Dragon. Although it 
was all pretend in the film, a 
bloke with Freddy Krueger claws 
turns up in the game to do away 
with Bruce for REAL! 


Bruce adopts the 
stance and speed of the 
Preying Mantis here. 


Allegedly, a sim¬ 
ple headache 
tablet manages to 
finish off poor 
Bruce where the 
Phantom faffed. A 
legend is born. 


That's illegal, isn't it? 


Bruce reckons he can use Jeet Kune Do to deck 
any one inside of sixty seconds and turns up at 
Long Beach Stadium to prove it. Cue Johnny Sun, 
who decides to challenge Lee. Another chance to 
re-use an old sprite? Yep! However, unlike level 
six, this actually happened in the movie, so 
there. Shortly afterwards, Lee astounds audi¬ 
ences with his antics m the shameful 60s TV 
show - The Green Hornet. A film offer floods in... 


IEUEI EIGHT: BIG BOSS Film SET 


Bruce has hit the big-time by securing funds 
for filming the martial arts epic, The Big Boss 
(also known as Fists of Fury, by the way). 
However, before filming is over, a family rel¬ 
ative, appalled by Bruce's doings, challenges 
him to battle over the Ice House film set... 


LEVEL TEI1: GROVE 


LEVEL mnEEHTER THE 


Will the fighting never end? 
Perhaps so. The Lee family 
demon, who killed his dad, 
has tracked Bruce down. In 
this nightmare sequence, 
Bruce's Son, Brandon, is kid¬ 
napped by The Phantom. 
Although about ten foot tall 
and heavily armoured, 

Bruce manages to beat the 
bloke up, throttling him with 
the aid of his nunchukas... 



the big-screen movie. As you shall see 
when you investigate this showcase 
feature. 



Remember those Atari VCS carts with 
101 game variations? Well, Dragon 
has about five. That's five useful ones 
though (as opposed to changing the 
colours of the Space Invaders or what¬ 
ever). Basically, there are two basic 
modes: GAME and BATTLE. The for¬ 
mer option takes you through all ten 
levels, following the Dragon movie 
storyline. Oddly enough, one or two 
players (both playing Bruce) can par¬ 
ticipate. Perhaps Bruce was secretly 
cloned by Dr Mengle or something. 
The BATTLE option is a simple one-on- 
one option, where players face off 
against one another (or the CPU) in a 
series of matches. There's also an 
option for up to three players - all of 
whom control a Bruce character. The 
three-player mode (for Sega Tap own¬ 
ers) provides some particularly memo¬ 
rable battles. 

HCHimcnui 

moDE 

Underneath your energy bar is a Chi 
meter. As you do battle and beat the 
crap out of your foes, this meter goes 
up. The more Chi you have, the more 
battle modes are available to you. 
Check this! 

NORMAL: Your common-or-garden 
fighting mode. A flurry of punches, 
kicks and throws are at your disposal, 
along with the Bruce Lee signature 
"stamp" attack. Nasty. 

MANTIS: The preying mantis mode is 
particularly impressive. Bruce moves 
at about twice his ordinary speed, 
allowing for some nifty combos. 
Hundred hand jabs and hundred foot 
kicks allow for devastating multiple hit 
attacks. Be warned: every attack in 
this mode costs Chi! 

NUNCHUKA: Being totally illegal in 
this country, getting holds of 'chuks is 
quite difficult - unless you're Bruce Lee 
who uses Chi force to make them 
magically appear! Essential weaponry 
in dealing with the Phantom. 

BRUCE UERSUS HIS 
HOT STDI1D 

Bruce Lee has customised his hat 
stand to aid him in his training. Armed 
with rods and pads, this slowly rotat¬ 
ing device can be used to gain extra 
Chi force. As it spins, use Bruce's 
attacks to hit the pads, but avoid the 
rods... 
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SHOWCASE FEATURE 



Known across the globe for his incredible mar¬ 
tial arts skills as well as his habit of making 
weird noises while beating the brown stuff 
out of his opponents, Bruce lee lives. Ulell, not 
really, considering he's been dead for 
decades. However, last year, Bruce's widow 
got together with some movie types to make 
a "biopic" about the man lee. Virgin got the 
license to conuert the movie to the 
Blegadrive. Bichard leadbetter masters digi¬ 
tal Jeet Kune Do. 

What is it that makes a man take up martial arts? Is it the idea of 
mind and body being at peace with one another? That's what a lot of 
these black belt types tend to say. However, I'm confused. What has 
inflicting horrific acts of violence got to do with communicating with 
your own psyche? 

Perhaps I should ask our very own martial arts expert, Group Art 
Editor (and third dan master) Jeff Zie. Only after what he did to that 
bloke who attacked a woman outside his house, perhaps I should 
keep my observations to myself... 

Anyway, I digress. This game is based on the life story of Bruce Lee. A 
man who learned martial arts, made up his own, starred in the very 
dodgy Green Hornet TV show (for satellite viewers, 3:30pm 
Saturdays, on Bravo: must-see stuff!), made some films (re-released 
recently on video), then died "mysteriously". 

There's no fatalities in Dragon (let's leave that to Mortal Kombat), 
only fighting. Lots of it. Interspersed with little clippettes of sorts from 





Bruce conducts anti-gravity experiments mid-fight. 



































lake a look at the pictures on this page, nt first glance you might think they're just a collection 
af screenshots from uarious megadriue games. Ulell look again, because half the shots on this 
page haue NEVER appeared in any Rlegadriue game released in the UK. In fact, some of these 
scenes haue neuer been seen outside of their respectiue programming houses. Ulhy? Ulell 

simply because they mere cut from the final uersions of the 
games. These are the scenes that ended up an the EDITIRG 


some THE 



What the devil is Sonic up to here? Well, this 
is how the programmers originally conceived 
the end of each act. Press jump and Sonic 
would leap up, triumphantly punching the air. 



Does anyone remember those old Sega ads 
which featured a Marble Zone with mysterious 
flying saucers in the sky? "How come they 
aren't in my version? " People cried. Well, 
because they only ever appeared in the pre- 
production game, that's why. 



Yipes, where did that huge ball come 
from? All manner of bizarre hazards were 
removed from the final version of Sonic the 
Hedgehog. This giant ball eventually found a 
home as Robotnik's weapon at the end of the 
Green Hill Zone. 


ROOm FLOOR! 

Yes, video games, just like movies, are subjected to strict editing procedures and many fea¬ 
tures never make it through the process. Certain characters, frames of animation, special 
moves, intermission sequences, even whole levels can be removed from games for all 
manner of different reasons. Sometimes it's due to memory restrictions, other times it's 
down to a matter of taste and occasionally it's just because the idea was, well, rubbish. 

So, has some of the greatest gaming action ended up in the bin? Could some of the lost' 
scenes featured on this page have made for a better game or are they cringe worthy efforts 
that were best left out? Judge for yourselves... 



• SHIHOBI3 f • STREETS OF RACE 3 


After a lukewarm reception 
from the press, Sega took Shinobi 
3 back to their workshops and 
extensively reworked it. In the 
final version this all-new jewel- 
exploding magic, 'Hakuriu' was 
mysteriously removed. 


This dodgy-looking character makes an appearance on 
the latest Japanese version of this top beat 'em up saga. 
Over here though, it was all thought to be in rather poor 
taste and the Kenny Everett lookalike was removed. 



Originally this birdman fought 
Joe against a backdrop of some 
rather poor 'non-moving' waves. 

However, in the final version 
the birdman made his appear¬ 



ance on this vertically-scrolling 
rock-fall level. 


In Japan Blaze wears red. In the UK she wears grey. 
Why? 
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The mean and moody opening sequence to the game 
Sparkster stands atop a craggy mountain as streaks of 
lightning crackle around him. 


But what's all this? Pigs chasing after cute little picnick¬ 


ing opossums? Yes, this was the original intro to the 


game, but Konami thought it was too sweet and changed 


it at the last minute. 
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And this is how the Game Over screen originally 
looked. A full Rocket Knight band would play the instru¬ 
ments if you chose to continue. A 
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• PGR GOLF 
TOUR 2 

"He's the Man!" That's what 
commentator would excitedly 
shout when a smart shot was 
taken. EA removed the speech 
from the final version, consider¬ 
ing it inappropriate to the style 
of the game. 






"Mayor Haggar! We've got your 
daughter and she's only got her bra on!" 
That's how the Japanese got to see the 
^kidnapped Jessica. 


Due to the cold weather over here 
though, she keeps her dress on. The 
British version is also a good deal harder 
as the unlimited continues option has 
been removed. A 



To any soft drink-loving American, 
Cool Spot means only one thing - 7- 
Up. Yep, in the States he's the mascot 
of the fizzy beverage and there are 
bottles of the stuff littered throughout 
his game to prove it. 


Over here though, 7-Up has a differ¬ 
ent mascot - Fido Dido. To avoid confu¬ 
sion, Virgin removed all 7-Up logos 
from the official version of Cool Spot. 


• dr ROBomiK's mEnn bear mncHinE 
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Ah, it's Mean Bean Machine or is it? 
In Japan the game is called Puyo Puyo 
and features completely different char¬ 
acters and intermission screens. Due 
to a lack of interest in puzzle games 
over here, Sega decided to spice 
things up by licensing the game to 
Sonic's arch-enemy. 


A 










































W hat with Ground Zero, Texas game 
selling stacks of copies, Sony are 
rightly proud of their latest Mega-CD 
title. And to celebrate the fact, Sony have got 
together with us to bring you this exciting 
competition. 

If you haven't heard about Ground Zero, Texas, 
where have you been? It's the latest Mega-CD full- 
motion video epic, featuring two CDs packed with 
over a gigabyte of real movie action. Hollywood vet¬ 
erans were brought in to put the game together and 
a budget of over $3,000,000 was allocated to it. Not 
bad eh? 

Still - to business. Sony have given us TEN mega 
Ground Zero, Texas packs to give away consisting of 
the following: 

A COPY OF GROUND ZERO, TEXAS! 

A GROUND ZERO, TEXAS T-SHIRT AND (er...) 
CAR STICKER! 

ONE ADULT AND ONE "KIDS' 7 TICKET TO ALIEN 
WARS! 

If you haven't heard of Alien War, you won't 
know that it's a top attraction around the coun¬ 
try, allowing ordinary folk to get propelled into 
the future and do battle with the aliens (as seen 
in the Alien Trilogy!) 

And if that wasn't enough, forty runners-up will 
get a T-shirt and car sticker for their troubles. 

So that's all right then. 

Just answer the following multiple guess ques¬ 
tions: 


1. How big was the budget for Ground Zero, 
Texas? 

a) Tuppence ha'penny 

b) £10 million 

c) $3 million 

2. What film series is the Alien War event based 
on? 

a) The Alien Trilogy 

b) The Star Trek films 

c) Beethoven and Beethoven's Second 

The closing date for this competition is: 31 

JULY, 1994. So get sending those answers (on a 
postcard please) to GROUND ZERO COMP, SEGA 
MAGAZINE, Priory Court, 30-32 Farringdon Lane, 
London EC1 R 3AU. 
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TIPS 



oh boy oh boy! Hove uue 
got some tips for you! Houeuie? 
Well, of coorse uue have, otheruuise 
this wouldn't be called the Tips 
Section. Hope, it would be called the 
Section and it would be filled with, 
well nothing. Itlind you, it was 
almost called the Sonic 3 level 
Select Section or the MM Jam 
Hidden Characters Section this 
month, because you cheeky hams 
seem so fond of sending those tips 
to us. Ulell anyway, it IS the Tips 
section so here's a little tip. Stop 
sending us those same old tips. 
Don't you think that since we print 
ed the tips last month, we just 
might not want them again this 
month, huh? HUH? Right, so send in 
some new ones or next month 
this'll have to be the cookery sec¬ 
tion or something. Here's the 
address to send your delicious 
recipes. THE COOKERV PAGES, SEGA 
mAGAZIAE, PRIORV COURT, 30-32 
FARRIUGUOUIAUE, LOUDOn, EC1R 
3RU. See you next month, when we 
teach you how to make a delicious 
Spaghetti Italian! 


David Landers of Harlow addressed 
this tip to "The Bods at Sega 
Magazine". Well, Mr Landers, The 
Bods are far to busy to read your 
scribblings. If you've got something to 
say to The Bods, you'll just have to tell 
it to us and maybe we'll pass on your 
message and maybe we won't. It just 
depends how we feel. We'll take your 
tip though, because that's the kind of 
ruffians we are. So here it is. Go to 
the options screen and press A then C 
four times and then B four times. Dave 
Perry's mug (his face, not his bever¬ 
age holder) should appear on the 
screen together with the words "Ah 
Dave Perry, what is your wish?" This 
is followed by an options screen that 
allows you to select any level or turn 
Aladdin invincible. 


Want to know how to skip stages in 
this classic blaster? Well here's the 
answer courtesy of Steven Gray of 
Aberdeenshire. Plug in both joypads, 
switch on the Megadrive and when 
the Sega logo disappears hold down 
A until the word s 'Game Arts' vanish. 
Now hold down B until 'Gainax' dis¬ 
appears. Hold down C until 'music 
composed' goes and press START 
when the crystal starts flashing. Now 
press A on joypad 2 at any point in 
the game, hold LEFT and press B and C 
and you will be moved to the next 
stage. 


To advance to the next stage at any time whilst 
playing this god-awful lump of cack, pause it and 
press UP and A, DOWN and A, LEFT and A, then 
RIGHT and A. That one comes from Kesman Shaw 
of Dyfed, Wales. 
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Level 2- Shrine of Atlantis. 
AXE ORB 
AXE NONE 
NONE AXE 
AXE AXE 


NONE 

ORB 

ORB 

AXE 


AXE 

AXE 

ORB 

ORB 


SPEAR 

NONE 

SPEAR 

NONE 


AXE 


AXE 


ORB 

AXE 

SPEAR 

NONE 

AXE 

SPEAR 

ORB 

NONE 

of Pisa. 

NONE 

NONE 

SPEAR 

NONE 

AXE 

NONE 

ORB 

NONE 

in Steelworks 

SPEAR 

ORB 

SPEAR 

SPEAR 

AXE 

AXE 

SPEAR 

NONE 


Level 5- France, Versailles Palace 
NONE SPEAR NONE SPEAR 
ORB SPEAR SPEAR NONE 
ORB NONE SPEAR SPEAR 
AXE NONE NONE NONE 

Level 6- The Final Confrontation 
AXE NONE NONE ORB 
AXE NONE NONE AXE 
AXE ORB NONE AXE 
NONE AXE ORB NONE 


"Here's a cheat for Castlevania: The New Generation on 
the Megadrive./' writes Gary Osborne of Hemlington. 
And what an observant chap he is, for indeed HERE IS a 
cheat for Castlevania: The Next Generation on the 
Megadrive. Mind you, it's not such an impressive feat of 
observation when you consider that Gary actually wrote 
the cheat. But hey Gary you old japester, you sure had 
us fooled there for a second. Ha ha. Anyway, the cheat 
then. On the second title screen press, UP, UP, DOWN, 
DOWN, LEFT, RIGHT, LEFT, RIGHT, B then A. Gary now 
observes that you should hear a ringing sound, presum¬ 
ably from the Megadrive unless your joypad is wired up 
to the doorbell or something. Now go to the option 
screen and you can change the difficulty level to Expert 
Mode. Surely an option for only the mightiest of vam¬ 
pire-hunters. 

Here's the complete set of passwords courtesy of 
Graham Haw of Tyne and Wear. 


T 


James Ryder of West Drayton sent in 
this feeble attempt at a tip. When watch¬ 
ing the highlights, should a team score, 
press Start. This now means the team 
that lost will win, so now you can get 
rid of the best teams in the play-offs. 


Enter the code BQQQAEZ to start the game with 
10 spare choppers. That's helicopters, in case 
you didn't know and not butcher's knives. 
Kesman Shaw of Dyfed, Wales provided that 
one. 


Now here's a guy who sounds like he knows a 
good tip - Jason Tipler.Why, just his very name 
says to us 'tip'. And 'Jason' and 'ler'. Alas, his 
tip just doesn't live up to his name, but here it 
is anyway. When tossing the coin at the begin¬ 
ning of the game, select which side you want 
then press B and C together and you'll always 
win. 


i 



Here's a bloody ridiculous cheat from Carl Stamford of Scunthorpe. 
Enter any code you want (make one up) and it will work. Now come 
on, what sort of a tip is that? 


iTiTTnM 
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Paul Belton of Cirencester has provided instructions to access a level select in this 
blockbuster movie-spin off. Highlight options and press START. Press START again 
to exit the options. Surely that bit is completely useless, but anyway. Go to the 
password screen and enter NYUKNYUK. Now highlight either the < or the > 
arrows. Hold down A, B, C and START. The message 'second controller enabled' 
should appear. Highlight 'Exit' and press any button, then start the game. The 
level select and sound test should now appear. 
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The easy way to beat the end-of-level bosses 
is to aim for their weapons. It still causes dam¬ 
age, but makes it difficult for them to get a 
shot in. So says Paul Belton of Cirencester. 
Swot. 


IP 000292 


Justin Fox of Reading has provided the 
full gammet of codes for this puzzler. 
But first, here's the key. 

Key: B = blue, R = red, P = purple, G = 
green, Y = yellow, C = bad bean. 




Enter this password, yes THIS password, to gain 
access to all the levels. 

WEXBJOISGIITES 


Chris Yacomini of Dundee sent in these codes 
for Mutant League Football. Unfortunately, he 
didn't say where the codes place each team. 
What a stupid pillock! 

War Slammers- CNL111111Y 

Death Skin Razors- ICK111 111H 

Vile Vulgars- 4CK111111L 

Dark Star Dragons- FMK3XYSL1Q 

Icebay Bashers- ZCK111111D 

Killer Convicts- HGK111111J 

Midway Monsters- 3CK111111F 

Missfit Demons- JH1111111G 

Psycho Slashers- GMK111111D 

Rad Rockers- 5CK111111M 

Road Warriors- BDK111111J 

Screaming Evils- KLK111111L 

Sixty Whiners- CBK111111J 

SlayCity Slayers- UK111111M 

Terminator Trollz- MLK111111J 

Turbo Techies- NMK111111Q 


Hole *15 458 tjareis Par 4 


Alex of Portishead sent in this really crud tip to 
boost your total winnings on the Skins Challenge. 
When on the green of the eighteenth hole, save 
your game just 

before a reason- _ 

ably easy putt. 

Putt the ball, but 
remember what 
you did to putt it. 

Wait to exit the 
game. Now return 
to the options and 
select 'resume 
game' and repeat 

the putt again. ^-- 

Your money win¬ 
nings should be added to the total winnings. 
Repeat this until dead or just bored. See, crud. 


Wentworth dub 

Distance: H62 yards 


NORMAL 

HCYY 

BCRY 

YBCP 

MGBY 

GPPY 

PBGH 

GHCY 

BPHH 

HRYC 

CRRB 

GGCY 

PYHC 


HARD 

HARDEST 

GCYY 

BBGY 

YCPC 

GYGC 

BGCB 

PPRH 

RPGG 

GRPB 

YYCG 

PCGY 

PCBB 

BPGM 

CYHY 

CPSY 

PBBG 

PGHC 

CGHY 

GBYH 

BYYH 

GPHR 

GCCB 

RGHB 

HLPH 

RRCY 


Let it be known that on a normal game 
with line changes off, the 'time out' 
option has no use. So sayeth the 
instruction manual. "Balls to that!" 
exclaims Chris Clark. He reckons that 
on a normal one-player game without 
line changes on, the 'time-out' option 
has an interesting use. When a player 
on either team is injured, hit 'time out' 
and that player will be restored back 
to normal. This however, can only be 
done once. Chilling. 
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Ottifants. Yes it sounds like elephants, 
but not quite. That's very funny, hardy 
har. Here are some level codes. 

LEVEL 2: JHRE 
LEVEL 3: GFDE 
LEVEL 4: ZYAP 
LEVEL 5: HMXT 
LEVEL 6: WTYU 












Here's the complete set of codes for this game 
as sent in by Tengen. Obviously a Chinese god 
or something, 

Level 2: , 

Level 3: 

Level 4: 

Level 5: 

Level 6: 

Level 7: 

Level 8: 

Level 9: 

Level 10 
Level 11 
Level 12 
Level 13 
Level 14 
Level 15 
Level 16 


MTUEZQ 

TYZJED 

AEFRTH 

HJRWYT 

OOPEOY 

DEFUNN 

QYZOMS 

QYZPWR 

QYZQGR 

QYZRQQ 

QYZSAQ 


QYZTLP 

QYZUUO 

QYZVEO 

QYZWON 


In the old days, skateboarding used to 
be such a simple pleasure, but nowa¬ 
days, skaters just aren't happy unless 
they're hanging off the back of cars 
with their brand new professional 
gear, nitros, stun-rod, chain and $ 17, 
676. It's a bloody disgrace. Anyway, if 
you're the kind of spoilt brat that 
wants all these things just remember - 
I want, doesn't get. Unless, that is, you 
use this password. 

ISG40BER1T(X) 

Now you may have noticed that X in 
the brackets. Bet you want to know 
what it does, huh? Well, if you substi¬ 
tute the X for any of the following let¬ 
ters, you can start in any of the follow¬ 
ing cities with all the equipment men¬ 
tioned. 

VANCOUVER-.S 

DENVER -.0 

SAN DIEGO -.R 

SEATTLE -.F 

SAN FRANCISCO-.J 

LOS ANGELES - .3 

WASHINGTON -.V 

TORONTO -.N 

DETROIT -.D 

CHICAGO -.H 

MIAMI -.Z 

NEW YORK - .M 


Do you want a really 
high score on Sonic 3? Do 
you? Well shut up and 


L__ . ) listen then. Hit the lamp 

$f ' 1 l! j post marker before the 
Mss* ^ j bosses, then wait until 

#^5^ ! ] the time runs out. With 

^ J your next life kill the 

y boss quickly and you get 
1 1 ^ 50,000 points as a time 

bonus (and an extra life 
for the one you lost). Lesley Millett of Cheshire 
provided that particularly spineless scoring 
method. 

Rudi Kirkpatrick of Glasgow reckons he found the 
Sonic 3 level select completely on his own. 
Naturally we believe him, but to prove he isn't 
lying, Rudi has come up with this interesting 
quirk for the game. Do the level select screen and 
enter the Angel Island Zone using the debug 
cheat. 

Wait for the intro to finish, then press B to turn 
Sonic into a ring. Using A cycle through all the dif¬ 
ferent objects until you come to a corrupted Sonic 
sprite. Use C to place it on the screen and it will 
appear as Sonic on a surfboard. What's more, 
this isn't the snowboard that appears later in the 
game. The underside of it has SURF written on it 
and corrupted waves splash out behind it almost 
as if it was a demo Sonic that was never used! 
What's more, select the next object after the cor¬ 
rupted Sonic and you get a strange rotating pat¬ 
tern of spheres. It's all very interesting, but hard¬ 
ly proof that Rudi found the cheat himself, 
although we know he did. Of course. 





































tips 




To see the end credits, enter TJ-AND-EARL! as 
the passcode. And there's more! To start on 
level 7 with permanent super jars, 9 lives, 99 
funk moves, 80 coins, 5 funk vacs and 5 
panics, enter -VY0-7430JZ7R. Miss N Hobbs 
of Ryde (not to be mistaken for Rude) on the 
Isle of White, provided that handy passcode. 


reopened 

onion =125 extra stars 
mushroom = 50 seconds 
extra 

cherry =175 extra stars 
LEMON + 

lemon = bonus letters 
swapped 

avocado = 1 extra star 
mushroom = 1 second and 
300 extra stars 
cherry = passwords 
onion = 25,000 points 
AVOCADO* 

avocado = all bonus letters 
given 

onion =125 extra stars 
mushroom = extra life 
cherry = magic mushrooms 
ONION* 

onion = rabbits don't die 

mushroom = invisible worlds 

cherry = 1 point 

MUSHROOM* 

mushroom = a gem (1 of 4) 

cherry = a level skipped 

CHERRY* 

cherry = sub game (bounc¬ 
ing bunnies) 

Young Beaton Jnr also offers 
a few handy hints on mak¬ 
ing the most of these 
scrumptious recipes. 

If you wait until your score 
is up to about 5 million and 
use the 'points doubled' 
spell (done by mixing a 
strawberry and a carrot) 
you can get up to 5 extra 
lives during the next level. 
The most useful bonus game 
is 'Take A Chance' (done by 
mixing an orange and a 
lemon) because you can 
gain extra time, extra stars 
and extra points. 

If you want a whole load of 
stars, mix the banana and 
potato to get to the hint 
shop. Make sure you have 
less than ten stars ( if you 
have more, buy hints until 
you don't) and jump into the 
hint shop. Hold down the 
jump button as you do this 
and you should see hint A. 
When the hint goes off you 
should have over 65,000 
stars. If you get more stars 
than this, it will start again 
from 0, so just repeat the 
process. 

And here are a few level 
selects. 

Level 24 - TNLQ MLCC 
Level 32 - FPPSGTSD 
When one of the above is 
entered, the only thing you 
keep is the number of lives. 
Extra stars, ingredients, 
extra time and your shop 
are gone. 


STRAWBERRY + 

strawberry =10 seconds of time 
apple = 50,000 points 
banana = magic diamond 
carrot = points doubled 
orange = bonus game (splat) 
potato = red rabbits 
lemon = 100,000 points 
mango = bonus game (wheel of 
fortune) 

avocado = double bonus round 
pear = bonus game (pong) 
cabbage = green rabbits 
onion = stormy weather ahead 
cherry = stars doubled 
mushroom = 1 point and 60 sec¬ 
onds extra 
APPLE + 

apple = free bonus letter 
banana = ye old shop 
carrot = 5,000 points 
orange = stars are returned 
potato = friendship spell 
lemon = 100,000 points 
mango = 75 extra stars 
avocado = Grassland reopened or 
points 

pear = shadow spell 
cabbage = time doubled 
onion = magic ruby collected 
mushroom = fruit restorer 
cherry =150 stars 
BANANA * 

banana = oh no, more lemmings! 

carrot = 50 extra stars 

orange = nothing 

potato = hint shop 

lemon = stars are returned 

mango = Templeland skipped or 

points 

avocado = 45 seconds extra 
pear = stars are returned 
cabbage = on sale now 
onion = bonus game (falling rab¬ 
bits) 

cherry = hare and tortoise 

mushroom = time counter slowed 

CARROT * 

carrot = sound test 

orange = blue rabbits 

potato = 20 seconds extra 

lemon = 80 extra stars 

mango = stars returned or bunch 

of bananas 

avocado = 5 extra stars 
pear = bonus game (rabbit 
invaders) 

cabbage = nothing 
onion = stars are returned 
cherry = 1 star and 100,000 
points 

mushroom = stars are returned 


ORANGE + 
orange = 1 point 
potato = bonus game 
(snakes alive) 

lemon = bonus game (takes 
a chance) 

mango = 30 seconds extra 
avocado = 10,000 points 
pear = 40 seconds extra 
cabbage = sale now on 
(shop required) 
onion = 30 seconds extra 
mushroom = bonus game 
(the tunnel) 

cherry = Lunarland skipped 

or points 

POTATO* 

potato = Woodland skipped 
or points 

lemon = bonus game (guess 
the words) 

mango = magic emerald 
avocado = Snowland 
opened or points 
cabbage = a joke 
onion = nothing 
mushroom = 250 extra 
stars 

cherry = Mineland reopened 

or points 

CABBAGE* 

cabbage = bonus game 
(blockout) 

lemon = no invisible letters 
mango = 25,000 points 
avocado = 50,000 points 
onion = 5 seconds extra 
mushroom = bonus game 
(wabbitroids) 

cherry = enter Shadowlands 
MANGO* 

mango = extra time 
lemon = 200 extra stars 
avocado = joke 
onion = Desertland skipped 
or points 

mushroom = 250,000 points 
cherry = 1 second extra 
cabbage = extra points 
pear = extra stars 
potato = a gem (1 of 4) 

PEAR * 

pear = bonus game (finders 
keepers) 

potato = bonus game (pair 
rush) 

lemon = extra stars 
mango =100 extra stars 
avocado = 200 extra stars 
cabbage = Deadland 
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Start the game as normal, then turn Ecco 
so he is facing you and pause the game. 
Now enter RIGHT, B, C, B, C, DOWN, C, 

UP and a cheat screen will appear where 
you can select any level, make Ecco invin¬ 
cible and even select the game music. 
Thomas Rockstraw is responsible for that 
handy little hint. 


To access a level select in this movie conver¬ 
sion, use pad 2 to enter START, C, B, A, RIGHT, 
LEFT, RIGHT, LEFT on the title screen. You can 
now skip levels by pressing C on pad 1. Great. 


Yes, it's the cheat 
you've all been waiting 
for. The one that lifts 
this flabby buttock of a 
tips section above the 
quagmire of excretion 
that it would otherwise 
be. Yes, it's the Mirror 
Mode cheat for Virtua 
Racing! When the Sega 
screen appears, hold 
down UP and A and 
then press B. Now, with 
them still held down, 
press START. A reversed 
Virtua Racing logo 
should now appear 
with the other game 
options. Select this and 
you can now race in the 
opposite direction on all 
three courses. 


s 






Virtua 

Racing 


Free ■ 2P!ay 
Run ■ VS 


autiiV 

gnioaf 


ecords ■ Options 


























TIPS 



Cheats, cheats and thrice cheats is how Simon 
Morley of Gillingham, Kent introduced his tips, 
but they're complete dump* Just take a look at 
this one. On any level, go right up to the lift and 
fire the flame-thrower. You instantly become 
invisible and invincible. The problem is, you can¬ 
not use the platform lifts. See, complete dump. 


It's Simon Morley with his 'cheats 
cheats and thrice cheats' again. 
Although this one is more likely to give 
you a muscley left thumb than anything 
else. Let the demo play completely 
through until you get to the story 
scrolling up. Then waggle the pad up 
and down OVER FIFTY TIMES! When 
you start the game, collect a bundle of 
dosh and enter the shop. You'll find 
that you can buy extra ships for only 
1000 credits each. 


When the Sega logo appears at the 


the game, you can access a level select by holding 
down buttons 1 and 2 and rotating the D-pad. A 
sound should ring out when the Virgin logo 
appears, signifying that the cheat has worked. 
Start the game and you can select the level of 
your choice. 


To access a weapon select pause the 
game and press UP, 1, UP, 2, UP, 2, 
UP, 1, DOWN, 2, DOWN, 1, DOWN, 1, 
DOWN, 2. Now unpause the game. 
Pause the game and press DOWN, 2, 
DOWN, 1, UP, 2, DOWN, 2, DOWN, 2, 
UP, 1, DOWN, 2, UP,, then unpause 
the game to skip a level. 

It's possible to start the game with 
nine fives by pausing the game nd 
pressing UP, 1, DOWN, 1, DOWN, 1, 
UP, 2, DOWN, 2, UP, 2, DOWN, 2, UP, 
2, UP, 1, UP, 1. Unpause and the lives 
are yours. 


This level select is certainly old, but a lot of people have rung 
up asking for it and we haven't been able to find it in the 
magazine. So here it is, as provided by Andrew Chadwick of 
Walton. Place the control pad in port and when the title 
screen comes up press UP, then LEFT followed by buttons 1 
and 2. When Robotnik takes Tails off the screen, put the con¬ 
trol pad in port 1 and press button 2. That level select is now 
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Enter your name as CHEAT on the highscore 
screen to get tons more ammo on the next 
game. Mark Palmer of Leicester is the man 
behind that short and simple little hint. 



Lemmings level select ahoy. Yes, well anyway, 
turn on the game, hold down buttons 1 and 2 
and press UP, DOWN, LEFT, RIGHT, UP, DOWN, 

LEFT, RIGHT. A noise should ring out. Go to the 
password screen and there's the level select. 

I _ ) 
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Teen Titan, Bobby Buck of Reading, reckons you 
can kill Sub Zero and Scorpion in two hits when 
using Rayden. Let them walk up to you and 
quickly pull off a lightning blast. Then get them 
with either an uppercut, an ordinary lightning 
blast or a torpedo. Victory and a healthy time 
bonus are yours. 



r. 


PRIME OF 


Oh grief, it's Simon Morley again. Let's 
hope this is the thricest of his 'cheats'. 


Level 2 . 


Level 3. 


Level 4. 


Level 5. 

.HGFIDN 

Level 6. 

.IFGIDO 

Level 7. 


Level 8. 


Level 9. 


Level 10. 

.LCJHCP 

Level 11. 


Level 12. 


Level 13. 


Level 14. 



SflHIPV 

Codes, codes and thrice codes for this 
mediocre platformer. 


LEVEL 2.42Z0000 0PJ82XL 

LEVEL 3.0700000 0DJ44XF 


LEVEL 4.4310000 0DJ24XB 

LEVEL 5.2320003 THJ44XK 


r. 


ECCO THE 


DOlPHin 


Bobby Buck (alias Captain America's 

trusty sidekick) of Reading has sent in 

these codes for this game. Exciting or 

what? 


1 • Medusa Bay 

QMBRB 

2. Undercaves 

YMCNV 

3. Ridge Water 

WRRKD 

4. Open Ocean 

GSCIE 

5. Cold Water 

YAFCS 

6. Open Ocean 

GCCUG 

1 7. Deep Water 

SKSEH 

8. The City Of Forever 

ECICK 

9. Origin Beach 

CKSQJ 

10. Dark Water 

EEKCK 

11. Deep Water 

YOLGV 

12. The City Of Forever 

MEMSK 

13. The Tube 

SWOUO 

14. The Machine 

EOPWW 

15. The Vortex 

VQQGW 

He adds that some of the levels DO 

appear twice and that the pass codes 

are correct. So, up your 

kilt! 
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T his game has Uen a long time 
coming. The movie did reason¬ 
ably well last year and it's been 
out to rent on video for a few 
months now. However, the amount 
of time that has gone into the game 
appears to have paid off. 

The emphasis is placed on bringing the 
action of Bruce Lee films to the 
Megadrive, so you'll see no yoga flame, 
fireballs or absurd fatalities here. All the 
moves are based on techniques devised 
by Lee. Also, unlike SF2 and Mortal 
Kombat, there is only one character to 
master - Bruce himself. 

The game has some great features which 
others of the same genre lack. For exam¬ 
ple, three characters can occupy the 
screen at once, making for some furious 
combat. This allows for the superb three- 
player Sega Tap option, which provides a 
beat 'em up experience unlike any other. 
There is the occasional nod to the movie 
in the form of cut-scenes and some of the 
characters and backdrops in the game. 
Personally, though, we would have want¬ 
ed the memory to be spent more on the 
combat - the cut-scenes add very little to 
the game. More Bruce Lee mannerisms 
would have gone down a treat. To be 
brutally honest, Super Street Fighter 2's 
Fei Long character possesses almost as 
much Lee personality as this game's main 
character. 

However, there's no denying the fact that 
Dragon is a smart game. The moves are 
more intelligently thought out and can be 
stringed together to devastating effect. 
The CPU players' artificial intelligence is 
great as well, really showing up SF2 and 
making a mockery of the pathetic Al in 
Mortal Kombat (coin-op and conversion - 
they're the same). 

Dragon is well worth checking out, 
although we do wonder how well it's 
going to stand up against the imminent 
releases of Super Street Fighter 2 and 
Mortal Kombat 2. It's a bit different from 
those games and deserves to do well. 
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▲ The Chef - one of the first oppo¬ 
nents you'll have to face. 


I don't know 
why, but 
playing 
Dragon 
reminds me of 
Virtua Fighter. 
Just like 
Sega's poly¬ 
gon game. 
Dragon 
requires brains 

and a little planning, which, if 
successful, result in some 
superb combos and vast 
amounts of damage. What I 
also like about the game is the 
fact that it is so difficult. The 
computer player learns from its 
mistakes and is a lot tougher 
to conquer than SF2 or the 
lamentable Mortal Kombat 
opponents. The one, two and 
three-player modes are great • 
each of them playing what 
seem like totally different 
games. Although it's not as 
lastable as Street Fighter 2 
(you can only control Bruce), 
Dragon is a smart game - 
showing exactly wnat can be 
done with clever design, 
decent programmers and a bit 
of effort. It's sufficiently differ¬ 
ent from SF2 to warrant pur¬ 
chase; combat fans should 
check it out. 





































































A This is the Phantom - who supposed¬ 
ly haunted Bruce throughout his life. 
Here, he pops up as the final guardian. 


TP CD 31 ir 




There's a 
daggering 
number of 
j | one-on-one 

beat 'em ups 
^ available for 

IUi Ml ■ are of fairly 
lamentable 

quality. Dragon might not 
exactly sound like the most 
promising game of this type, 
what with there only being 
one player character and all, 
but at the end of the day 
there's sufficient originality to 
justify its existence. This is 
also probably the hardest 
game of its kind on the con¬ 
sole, and should be of partic¬ 
ular interest to anyone look¬ 
ing for a challenge (as in 
game, not an offer of a fight 
with a ninja master). 


<4 The three-player game option 
offers incredible fun and makes 
this one of the best games available 
for the Sega Tap. The only slight 
downer is the fact that the player 
can only control Bruce Lee. 


^ There are five 
difficulty levels, 
ranging from FOR 
KIDS to ARCADE. 

The kids option 
gives you a day of 
decent play. 

Choose the arcade 
mode and you'll 
have severe prob¬ 
lems beating even the first character. The computer oppo¬ 
nent can be extremely devious and learns from its errors 
(most of the time). 


A These cut-scenes are all 
very well, but more moves 
along the lines of Lee's trade¬ 
mark stamp would have 
gone down a treat. More end 
of match animations similar 
to Super Street Fighter 2's Fei 
Long character (who let's face 
it, IS Bruce Lee) would also 
have given Dragon's Bruce 
more personality. 



Presentation: 


Some cut-scenes 
between each level, 
along with a variety 
of options to tweak, 
and different game 
variations. Very 


All of the sprites (bar 
the wooden charac¬ 
ter in the Big Boss 
level) are great and 
the backdrops and 
animation are 


Some more Bruce 
noises would have 
been nice, but the 
effects serve their 
purpose. Some 
atmospheric music 
adds to the action. 


Originality 


The three-player 
angle is new to the 
Megadrive, as are 
the different fighting 
modes and “intelli¬ 
gent" foes. 


Playability 


Easy to get into, with 
plenty of moves, 
combos and oppo¬ 
nents to master. The 
two and three-player 
modes are especially 
enjoyable. 


You'll have the game 
licked in one day on 
the FOR KIDS level, 
but the rest of the 
levels - even EASY - 
offer a considerable 
challenge. 


Instability 


You only control one 
character - this 
game's testability is 
in the two and three- 
player modes. 


An enjoyable, 
very challeng¬ 
ing arcade 
combat game. 
Not epoch- 
making like 
Street Fighter 
2, but signifi¬ 
cant nonethe- 

























































▲ Here's one of the 
characters you 
interact with during 
the game. Actually, 
"interact" is a pret¬ 
ty strong phrase, 
the extent of your 
"interaction" is usu¬ 
ally confined to 
fighting the 
blighters. However, 
at least you get to 
sit around and, 
like, discuss every¬ 
thing like rational 
adults beforehand, 
unlike in all these 
other violent, sub¬ 
versive and psycho- 
pathically influen- 
you get 


<4 Beast 
looking, 
well, not very 
beastly at all 
really. Even 
with all the 
added extras, 
this isn't very 
much fun at 
all. 


i 


rTnTTTTTT^TTl I must admit that 
I wasn't exactly a 
great fan of any 
previous Beast 
incarnations, but 
I was more than 
willing to give this 
a fair crack of the 
whip - after all, 
Psygnosis have been respon¬ 
sible for some pretty good 
games in the past. 
Unfortunately, I really can't 
find reason to recommend 
Shadow of the Beast 2. The 
idea of having each of the 
characters speak is good, 
but in practice the disk 
access just slows the game 
down almost to a standstill. 

It requires a lot of patience 
to play this game, and 
there's nothing rewarding 
enough about it to justify the 
effort. If you're that desper¬ 
ate pick up a bargain bin 


Y ou might be 
forgiven for 
thinking a 
game called 
Shadow of the Beast 
2 is all about tailing a monster - perhaps 
in the employ of his suspicious wife, or 
working for a covert government agency. 
However, you certainly wouldn't be forgiven by 
us, because that'd be a pretty stupid thing to 
think. Everyone in the whole world knows that 
the original Shadow of the Beast was a plat¬ 
form-based adventure puzzle game in which 
you played a horrible mutant. And funnily 
enough, that description veers close to encapsu¬ 
lating the essence of the sequel too. 

There are a few noticeable differences. For 
starters, your character isn't a beast anymore, 
having been transformed back into his human 
self at the end of the first game. The other 
major difference between this and the first Beast 
is obviously a by-product of his new, gentler 
appearance, as everyone feels perfectly com¬ 
fortable chatting to him now - whereas folk 
would merely set about him with their weapons 
in the first game. And of course, what with this 
being a CD-ROM title and everything, when 
those guys talk - hey! - they really talk! Actually, 
to be honest, when those guys talk, they actually 
pause for ages whilst the disk accesses, during 
which you have plenty of time to read the on¬ 
screen transcription of what they're about to 
say. Then you have to sit through their halting 
and extremely hammy speech until they reach 
their next sentence, whereupon the process 
repeats itself. It maybe wouldn't be so 
bad if you could skip all of this, but you 
can't. This means you have to listen to 
some character's complete life story 
before they shout "Attack!" and run 
after you with an axe. This is obviously 
what they call "characterization" in 
Hollywood and is just an effort to 
make the violence in the game more 
acceptable by making it "essential to 
the plot". 


lommEm 


This game and its 
prequel were 
never any good, 
so I just don't 
understand why 
Psygnosis both¬ 
ered to convert it 
onto Mega-CD. 
Beast 2 was 
panned on its release on cart 
- and the basic meat and 
drink of this version is exact¬ 
ly the same. Why? I just 
can't think of anything more 
to say about such an unin¬ 
spiring release. 



A Ooh 
dear, look 
at those 
scary 
monsters. 


@ 

© 

© 


Presentation: 

Quite neat and tidy, the intermissions are 
good quality but do tend to get in the 
way. 


Graphics: 

Some very nicely drawn sprites and back 
grounds, although the design of some of 
the "mythical" enemies is a bit crap. 

Sound: 

Oodles of speech, but the acting would 
shame the cast of Prisoner Cell Block H. 


Originality: 

Not exactly what you could call an innov¬ 
ative format, but there are a couple of 
new twists to the proceedings. 

Playability: 

Very very slow indeed. Your character is 
ill-equipped to handle the environment 
he's placed in. 


Not too hard so long as you don't lose 
your patience. A pretty simple pick up and 
use objects adventure. 

Instability: 

Not much. You shall get quite bored in a 
matter of only minutes. 


Not worth the investment. CD accessing 
stops the action too frequently and the 
game behind the speech isn't much cop. 
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YOU WANT? 



THIS MUCH? 



Just one small view of the world.. 


OR THIS MUCH? 



...or a magazine that reviews and rates everything? 


GANING AS YOU'VE NEVER SEEN IT BEFORE 



Now there is a very different magazine for the dedicated 
games player. 

A magazine that commits to reviewing every new game and rating it. 

A magazine that examines all the new hardware and tells you whether 
to buy or wait. 

A magazine that is 100% independent and cares only about you 
getting the best out of today’s games. 

The only magazine that has understood what gamers want for the last 
12 years. 

It’s Computer and Video Games. 

.but like you’ve never seen it before! 
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T he seventies, eh. Not only was it a 
decade of bad hairdos and tasteless 
clothes, it also had its fair share of 
dodgy superheroes. The six Million dol¬ 
lar man. Wonder Woman, the Man from 
Atlantis and the Bionic Woman all 
graced the TV networks for a good few 
years and spawned a whole range of 
tacky toys and accessories too. And at 
the same time the grandaddy of them 
all, comic hero Hulk, was enjoying huge 
success with his Saturday afternoon 
action fest. Twenty years later (or 50 if 
you include his Marvel comic origins), 
he's making his first appearance on the 
Megadrive, and you'll be glad to know 
he's just as angry as ever. 

And no wonder. Following the tradition of 
most superhero-style conversions, this is an 
absolutely appalling representation of said 
character. Remember how Hulk could throw 
buildings, fling handfuls of humans and blast 
through walls with the tiniest of punches? Well, 
in this version, even the most feeble of foes 
take at least four hits to destroy and Hulk him¬ 
self can only handle a gentle pasting before he 
turns back into his alter ego, Bruce Banner. 

And then being the kind of wet pacifist scientist 
that he is (er, he made atomic bombs actually 
- Ed), he promptly dies. Great. 

When we first heard that a game conversion of 
Hulk was under development, most people 
agreed that it had the potential to be one of 
the greatest games of all time, thinking that 
programmers would promptly supply an action 
packed beat 'em up feast of the highest quali¬ 
ty. However, little thought has gone into the 
game design at all, with level after level pre¬ 
senting the same platform action, which is 
both slow and unentertaining. Even the level 
guards are pretty unimpressive - Abomination 
can be defeated with a few simple punches, 
after which he decides to sit down. Strange. 

To its credit, the graphics are actually fairly 
well drawn, and the sprite moves in a suitably 
Hulk-ish manner, but this is hardly enough to 
warrant a purchase, or a licence for that mat¬ 
ter. Hulk fans are going to be hugely disap¬ 
pointed, as are most gamesplayers with an IQ 
greater than the mean green one himself. At 
best this is an 


A Weapon fest-a-rama! 


A You wouldn't like it when I'm angry! 


incredibly average seen-it-all- 
before platformer. At worst it's a scandalous 
waste of a licence, not to mention 1 6 megs of 
memory. 


A Although Hulk looks just as hard 
as he does in the comics, he hardly 
inflicts any damage on his enemies. 



















































































A A big scary statue/ that Hulk 
will no doubt be unable to 
destroy. 


This is a rea¬ 
sonably enter¬ 
taining plat- 
form game 

L with some puz- 

^ zle game over¬ 

tones. Fair 
enough you 
might think/ but 

EHMimi isn't this sup- 
posed to be a 
Hulk licence? The Hulk whose 
adventures I followed in my 
youth wasn't very clever - there 
wasn't much puzzle solving, 
that's for sure. Instead there 
was destruction, plenty of wan¬ 
ton carnage and basic vandal¬ 
ism along with some incredible 
fights with evil super-villains - 
and there's barely an acknowl¬ 
edgement of anv of that in the 
game. I must admit to feeling 
very disappointed. Games fans 
will be let down by a plodding 
game that lacks excitement. 
Hulk fans will be mortified by 
their hero's lack of power. For 
someone who is so incredibly 
strong, the in-game character is 
a comparative wimp. Four 
blows to destroy a lowly robot? 
I think not. Jumps barely bigger 
than Bruce Banner's? On come 
on now! 

What is very bizarre is that 
myself and Jaz were invited by 
US Gold to discuss the basis of 
the game - around two years 
ago. Oddly enough, a lot of the 
criticisms I'm levelling here, I 
said then. Pretty as it is, the 
game just doesn't work. 


Presentation: 


There's your basic 
option screen, but no 
inter level sequences 
and only one cruddy 
start up screen. 
Disappointing. 


Although the main 
sprite is well drawn, 
the rest of the graph¬ 
ics are largely 
unimaginative and 
samey throughout. 


Ooh! Looks just like 
Alien 3 this bit, doesn't it. 
Funny that, it was done 
by the same program- 


Well, it's not bad, 
but the spot effects 
are a bit plinkety, 
and there's not much 
variety either. 


Originality: 


No points here I'm 
afraid. This is a plat¬ 
former, and a highly 
unoriginal one at 
that. 


Playability: 


If destroying ene¬ 
mies wasn't so 
tedious, this would 
be quite good fun. 


incarnations, 

but even I can 

sentation of 

green one. For a start, Hulk 
seems to have lost all his pre¬ 
vious super strength and finds 
it difficult to take a beating 
from even the most weak of 
enemies, then there's the 
game itself - it's hardly what 
I'd call original. The whole 
adventure consists of running 
along and punching enemies. 
There's hardly any power-ups 
to be found, and after Hulk 
turns back into Bruce Banner 
he has almost no chance of 
making it through a level, this 
will appeal to neither platform 
addicts or Hulk fans and at 
16-meg it really should have 
been much better. 


Challenge 


This is very difficult, 
if only because there 
are no continues and 
just three lives. 


Instability: 


You'll probably lose 
interest before you 
get to finish it. It also 
claims to have a puz¬ 
zle-solving element, 
which is almost non¬ 
existent. 


A sad rep¬ 
resentation 
of one of 
the great¬ 
est comic 
heroes of 
all time. 
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Y ou'd never guess it's World Cup year, would 
you? Especially not from all those Official 
Chocolate Bars, Official Waste Disposal Units, 
Official Vitamin-Enhanced Ice Lollies, Official Wind 
Instruments and, now from US Gold, the Official 
Game of the 1994 World Cup. And with all these 
millions of pounds worth of trivial sponsorships 
floating around, it really is something of a shock to 
discover that the event is being staged in America. 
World Cup USA '94 adopts the now almost de 
riguer overhead viewpoint, scrolling around the 
pitch to follow the ball. A radar in the top left cor¬ 
ner of the screen displays the whereabouts of all 
players and each player is capable of a variety of 
kicks, depending on the button pressed and the 
length of time it's held down. However, what really 
makes World Cup USA different from the leagues 
(ho ho) of World Cup cash-ins is the incredible 
depth of strategy options. There are absolutely 
stacks of formations available, and it's possible to 
switch between these at any point in the game. 

It's obvious that a lot of work has gone into the 
design of World Cup '94, as there's plenty o' 
thought behind every aspect of the game. Except, 
alas, the difficulty setting, which is set at "ridicu¬ 
lously easy". There's also an annoying bug which 
occasionally causes your team to freeze up and it's 
impossible to control them when the ball rolls near, 
leading to many frustrated shouts of "Go on! Get 
the ball! Get the ball you morons! There! There! " 
and so forth. 

You can't fail to notice the vast reserves (double ho 
ho) of football releases currently swamping the 
Megadrive market, and most of them are really 
pretty good. World Cup USA '94 is no exception, 
it's highly playable and all-round nice. However, 
against such competition as the superb FIFA, it just 
doesn't really stand up as a worthy purchase. A bit 
more playtesting really would have made all the 
difference. 


- 

v.-v - .• 
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A This here is the in-game options screen, 
brought into action by pausing the game 
and pressing the A button* This is your 
opportunity to tweak the conditions of your 
game and cunningly devise ingenious new 
strategies to fox your foes. 

When playing the World Cup, every other 
match in the tournament is played out by 
the computer. Whilst you don't get to see 
the games themselves, the full stats run¬ 
down is presented to the player along with 
the result 



T Leaping 
bravely over the 
defensive wall, 
the ball family 
make a break 
for it. 
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▲ No obvious sponsor¬ 
ship here, oh no. 



▲ Learn geography 
with this educational 
map of the world. 


RICHARD 

lEQDBETTER 


(ommEiiT 


This is definite¬ 
ly the most 
comprehen¬ 
sive soccer 
simulation I've 
played on the 
Megadrive. 

The range of 
options is 
great and the 
fact that a lot 
of the selections can be tai¬ 
lored to individual players (in a 
two-player match you don't 
have to inflict your options on 
the opposing player) isn't bad 
either. But what about the 
actual game itself? Well, apart 
from the fact that it's too easy, 
it's not bad at all. It plays a 
reasonable game of footie, but 
nothing too exciting. It's cer¬ 
tainly not as good to play as 
FIFA and it's not half as 
playable as Sensi. The range of 
options is superb, but in terms 
of sheer playability, it's not 
going to win any awards. 
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commim 


World Cup 
USA '94 isn't 
a bad game 

k j | at all, it's 

t! actually quite 

a laugh to 
play. The 
trouble is, it 
just doesn't 
stand up, 
quality-wise, 
to some non-World Cup 
endorsed soccer games, of 
which there are an awful lot 
of at the moment. If this game 
had been more challenging 
and a couple of annoying 
bugs had been ironed out, it 
could have been completely 
ace. As it stands, this is a com¬ 
petent piece of software, but 
not nearly an essential one. 













































































Parkplace - 
renowned coders, 
responsible for 
Maddens, EA 
Hockey - some of 
the greatest 
Megadrive games 
ever? How then 
could they produce 
something as bad as this? 

The graphics are simply 
appalling. Bizarre, hunch¬ 
back players cavort around 
a very small pitch {where's 
the scale?) in a mocking rep¬ 
resentation of our national 
sport. 

This isn't quite in the same 
league of sadness as 
Accolade's hideous deformity 
of a soccer game (Pele), but 
it couldn't be described as 
"good" at all. 


▲ Here's the main selection 
screen. As you can see, Giggs 
just doesn't match up to any 
soccer game released recent¬ 
ly. As well as these options 
you do get to choose tactics 
as well as manual, semi or 
fully automatic goalies - but 
it's still just not enough. 
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days of Sensible Soccer and 
. IFA, a soccer game has to be pretty spe¬ 
cial to be worth the effort. 

3§i * Unfortunately, Giggs has "endorsed" the 

Acrington Stanley of football games. 
There are hardly any options in the 
game, which I could forgive if the action 
was fast and addictive. Unfortunately, 
Champions Soccer is jerky, disjointed and 
basically no fun to play - especially against the com¬ 
puter, who cheats like hell and gets away with it 
most of the time. 


Graphics: 

Mis-shapen pla 


Mis-shapen players severely lacking in 
animation run around a pitch that's totally 
out of scale. 


Sound: 

A snippet of sampled speech along with 
dull crowd noises and some instantly for¬ 
gettable music. 


Next to none. Even the bad bits of the 
game have been seen before, most notice¬ 
ably in arcade versions of the sport. 


Playability: 

Easy to get into, but the severe lack of 
gamesplaying rewards puts you off quite 
quickly. The ball moves as though it's half 
full of water. 


% Challenge: 

f i Very hard in one-player mode, basically 
because vou seem to aet fouled the 


because you seem to get fouled the 
moment you have the ball. 


Instability: 

Although having two players at the con¬ 
sole makes things a tad more enjoyable, 
it's still nowhere near as good as Sensi. 


OVERALL: 


Getting Parkplace to code a soccer game 
was a brilliant idea by Acclaim - what a 
pity that they have been totally let down 
jjy this very shoddy soccer sim. 


Presentation: 

Hardly any options at all. In-game presen¬ 
tation is lacking. In fact, there's no men- A 
tion of Ryan Giggs WHATSOEVER. ^ 
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P receded by an advertising campaign 
that has won plenty of applause from 
within the software industry, we were 
very interested in seeing what the finished 
Ryan Giggs game would be like - after all, 

Parkplace - they of Madden and EA Hockey 
fame - had handled the coding, so it should 
be flippin' great, right? 

Unfortunately not. From the word go. 

Champions Soccer is a disappointment. 

Having just reviewed World Cup USA '94 with its 
myriad of options, seeing the five different selec¬ 
tions on the front end was a bit disconcerting. Of 
those selections, one of them: FOULS ON/OFF 
seemed to make little difference to the computer 
opponent in the one-player game... 

Which leads me to the game mechanics them¬ 
selves. During the action, the CPU player hacks 
you down at every opportunity (yes, even with 
FOULS ON) and gets away with it over 90% of the 
time. So, since runs down the pitch are off, Giggs 
forces you to play a passing game - except that a 
lot of the time, your player seems to pass the ball 
to no-one in particular, meaning that the opposi¬ 
tion are more than likely to get possession. 

The odds are stacked against the player - that 
much is obvious. So in order to even things up a 
bit, I chose Germany as my team and the relative¬ 
ly disadvantaged Aussie team as my opponents. 

The result? 5-0... to them! Once again, CPU hacking tactics which I could 
do nothing about had triumphed over fair play. 

Of course, a fair amount of these criticisms don't apply in two-player 
mode - but to be honest, the stop-start gameplay and non-intuitive con¬ 
trols make it a real chore to play. Up against FIFA and Sensi, this has no 
chance whatsoever. 

I glean no pleasure in pointing out this game's many faults or going on 
about how bad it is - I'm just awestruck as to how Parkplace, practically 

gods among programmers (up to 
now), could produce this game and 
why Acclaim, basking in the glory of 
NBA Jam, would want to release this. 
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I'm just not keen 
on Aero the 
\ Acrobat at all. 

The plain and 
simple fact about 
the game is that it 
offers nothing 
new. The inclusion 
of the various 
rides and suchlike is pretty 
original, but the actual 
gameplay itself is shockingly 
dull. Put simply, there is little 
point behind Aero's exis¬ 
tence in this market place. In 
terms of platform games. 
Sonic, Spot, Rocket Knight, 
Aladdin and Jungle Book 
pretty well stitch up this 
entire genre. Although not 
bad. Aero iust doesn't com¬ 
pete with the proliferation of 
high-quality platformers that 
are already out now. 


O h ho ho, it's an amusingly named 

cartoon animal starring in yet anoth¬ 
er platform romp. Actually, whilst 
certain aspects of Aero play by the stan¬ 
dard platform template, the mechanics of 
the game are rather different. 

Instead of setting Aero in the regular horizontally¬ 
scrolling platform environment, Aero struggles 
around various bijou and roughly square circus- 
based layouts. Where your average platform hero 
would be content to just run along and jump on 
peoples' heads, Aero has a different task to 
accomplish in every level, whether it be 
destroying a certain number of Star 


Platforms, or rescuing a friend. 

Aero doesn't jump on things, either, his 
only form of attack is a diagonal spin 
operated by a double-press of the jump 
button. This is easily the least accurate 
and most cumbersome attack this side of 
trying to spit chainsaws at your foes. 

Still, the emphasis of the game is more 
on the circus gear than the enemies, 
although there are plenty of the irritating 
little gits. Blowing yourself out of can¬ 
nons, leaping through flaming rings, rid¬ 
ing unicycles on tightropes, you name it, 
there's a ridiculously simpleton way of 
doing it in Aero. For example, jump on a 
unicycle. Press left or right. Watch as the 
unicycle travels in that direction. 

Sunsoft are definitely to be admired for 
doing something a bit different in the 
platform field, but they've cocked up a 
bit with Aero.There are loads of plat¬ 
formers available on the Megadrive, and 
despite some fresh ideas, this doesn't 
rank even among the reasonable. 


Aero looks quite nice in these screen 
s, and a lot of effort has certainly 
„one into the graphics. However, the 
screen is very often bare, with few ene¬ 
mies and no backgrounds to interrupt 
Aero’s ventures. The sound is expressly 
irritating, consisting of a terrible bleepy 
rendition of the traditional circus theme 
and a few effects. Still, at least you don't 
build your hopes up too high, because Aero is as 

\ duli to play as it is to watch and listen to. It's the 

gaming equivalent of tofu. Quite a good idea, and a 
bit different, but completely bland, and if you see 
too much of it it makes you 511 


Presentation: 


Nice title screen, and there's intermissions 
and all sorts. Very well presented indeed. 


Graphics: 

Pleasant sprites, detailed and nicely 
grainy-looking, but they're small and the 
backgrounds are sad. 

Sound: 

The words "turn", "that", "crap" and 
"down" are the sort of thing you can 
expect to hear when playing Aero. 


Originality: 

There's quite a number of new ideas in 
here, and that can't be a bad thing. 


Playability: 

However, the playability can. Difficult to 
control, frustrating and unrewarding. Aero 
isn't a barrel of laughs. 


Challenge: 

It's a big 'uh, and as it progresses it gets 
very hard indeed. 


Instability: 

Most people won't be able to stomach it 
past level three, though. 


A nice tty, but godawful imple¬ 
mentation ruins what could have 
been a minor classic. 


▲ A lot of the 
objectives in Aero 
concern destroying 
these Star 
Platforms. Doing 
this is dead easy, 
all you have to do 
is leap repeatedly 
on the centre 
block. 


A Being a bat, 
you'd think Aero 
would be pretty 
useless at seeing 
things, but he's 
actually got eyes 
like a hawk. 


T The screen now 
scrolls over that 
way until Aero 
touches the edge, 
allowing you to 
see what's ahead, 
or above, or 
below, or even 
behind. Hooray. 


AERO THE 

ACROBAT 


















































































RELEASE: 


MENU 


Master System 






tommEm 


I can see what 


the programmers 
had in mind 
when they were 
making this 
game - football. 
Unfortunately, 
they haven't auite 
pulled it off. There 
really isn't any excuse for 
this kind of shoddy pro¬ 
gramming, but the funny 
thing is, I found the whole 
thing strangely entertaining. 
Those incredible curve shots, 
the magical telekinetic kick¬ 
ing abilities, the hilarious 
hip-shuffle performed by a 
player when he scores a 
goal. Yep, it sure did make 
me laugh. But then, I didn't 
have to pay for this game 
and you will. And that's 
where the joke ends, 
because this game is bloody 
awful. Stay away from this 
horror. 


A Yuk, yuk yuk! This is pos¬ 
sibly the worst Master 
System game ever - why 
anyone would choose to 
release it is beyond us. 


commEni 


Oh deary me. The Master System really 


A 


is capable of much, much better than 
this. Ultimate Soccer would look severely 
out of place on an old Atari VCS 
machine. The scrolling is abysmal, jerk¬ 
ing all over the place and not necessarily 
centring the screen on the action in hand, 
so unless you're a telepathic master of the 
black arts you won't have a clue what's 
going on half the time. Despite this, it's ridiculously 
easy to score goals, thanks to some predictable 
blind spots from where you can curl the ball in 
every time. Buying this would certainly be a rather 
unfortunate purchasing decision. 








• - 



O h no! The official World Cup football has been stolen, and 
replaced with one of those 99p "flyaway specials" com¬ 
monly found in cheap beachfront souvenir shacks! 
Fortunately, all the players in the latest World Cup tournament 
are genetically engineered mutants, who are able to control the 
ball by using the telekinetic force beams which radiate from 
their feet. 

At least, that must be the plot of this latest World Cup cash-in - although 
those hare-brained packaging types forgot to put it in the manual - as 
that's the only way the rather startling gameplay flaws of this title could 
possibly be explained. Unless, of course, the reason the players are able 
hoof the ball all the way down the pitch with one kick is because they 
have robotic legs. This, however, does not explain how they can kick the 
ball without their feet actually coming within a yard of the pill. 

Still, none of these increasingly far-fetched ideas explain the strength of 
the aftertouch. If you turn this function up to full level, you can actually 
whang the ball round in a full circle to land behind you. Even at the low¬ 
est level it's possible to pull off some staggeringly suspicious croissant- 
shots (a bit like a banana shot only more so). Mind you, the programmers 
have tried to prevent anyone from noticing these little problems by mak¬ 
ing the scrolling so utterly atrocious it's actually painful to watch the 
screen. 

Ultimate Soccer is not without its good points. The action is very fast 
indeed, and there's loads of options. Included in this is a comprehensive 
tactics and strategy sub-menu, and it's possible to change your formation 
in-game, which is a pretty good idea. Unfortunately, all the good ideas 
are buried under a landslide of poor quality workmanship. Ultimate really 
could have done with a whole lot more playtesting. Anyone could tell you 
the flaws of the game after one go - especially as, if they have any skill 
whatsoever, they'd have completed the game and won the World Cup. 
Actually, it's a good thing it takes absolutely no effort to destroy the com¬ 
puter teams, as the ending once you do win the tournament is so hope¬ 
lessly dismal you'd be well disappointed if you'd worked hard to get 
there. 

It's not like there's exactly a shortage of football games at the moment, 
and it says something when the latest contender doesn't even come close 
to matching up to the two-year-old Kick Off. Don't be tempted, no matter 
how severe a case of World Cup fever you've got, to buy this. It's not 
even remotely interesting as a two-player title. 
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■rsSEGA MAGAZINE'S sec- 
I ever Spot The 
^tition! If you can pin-| 
exact location of the 
this screenshot we'll givi 
a holiday in the sun and 
ty thousand pound: 

Ha ha - tricked yoi 
has in fact scrolled 
screen and isn't there 



Presentation: 

Lots of options, and there's even little 
Sonic doing his thing (if his new thing is 
standing completely still). 


Q 

© 


Graphics: 

Small and rather crap sprites wobble theii 
way around a badly-drawn pitch whilst 
the screen lurches drunkenly. 



Sound: 

Possibly the most annoying tune in the his¬ 
tory of the Earth with some hideous bleepy 
noises for sound effects. Expect 2 
Unlimited to sample it soon. 


Originality: 

it is a football game, so there's no points 
for originality there. However, the strate¬ 
gy options are fairly innovative. 


Wi 


© 


Playability: 

No. Badly programmed, and it's impossi¬ 
ble to make the players do what you want 
them to, leading to very simple "3 touch" 
games. 



The scores of blind spots means it's almost 
impossible to score with any old blind 
shot, leading to much winning in the area, 
homies. 


Instability: 

About the length of time it takes to switch 
the machine off and bring a heavy object 
down upon the cartridge to smite it. 


I 


OUERflLL: 


Got an annoying. Master System-owning 
friend or relative? Buy this and punish 
them! Aha ha ha ha! 


i 













































I t must be said that Body Count has 
a title guaranteed to wind up the 
anti-games lobby. It's not like 
there's any other way you can read 
it, is there? It's a nomenclature which 
oozes fatal violence. What on earth 
are they going to call any potential 
sequels? 

Body Count certainly tries to live up to its 
name, too. No platforms here, or haz¬ 
ards of any sort other than the firearm- 
ular. Taking a first-person perspective, 
this casts you as a crack interplanetary 
commando type on a mission to halt an 
evil alien invasion by killing every single 
extra-terrestrial on the planet. Your 
character begins the game with a pretty 
feeble slow-firing machine gun which 
can be transformed into a mega-pow¬ 
erful shooter by hitting the power-ups 
which either float across the screen or 
are concealed behind destructible 
scenery. 

Of course, there isn't exactly much 
variety when it comes to first-person 
perspective shoot 'em ups, but the 
programmers of Body Count have 
tried their best to distance this from 
other similar games already on the 
market. For example, it's possible to 
dent or destroy anything on screen, 
sprites or backgrounds, as opposed 
to your shots harmlessly bouncing 
off everything except enemies as in 
most of Body Count's contempo¬ 
raries. 

The major difference between 
Body Count and its competitors, 
however, is in the control options. 

It's possible to play this with a 
joypad, a Menacer light gun, or 
even the Sega Mouse. Joypad- 
only Megadrivers might be a lit¬ 
tle miffed, however, as the cur¬ 
sor control with the standard 
pad is pretty awkward and slow. 

It's much easier with the 
mouse, which zooms the cursor 
around the screen. Using the 
Menacer is good fun, but it only r 
works if you're playing on a biggish 
screen - precise aiming can be a little 
tricky on a standard 14" monitor. 

The other problem with Body Count is 
caused by your on-screen weapon. If 
it's not powered up (and kept con¬ 
stantly re-powered-up) it takes about 
four hundred million years to kill even 
the weediest foot soldier, not to men¬ 
tion having to shoot down all the mis¬ 
siles launched at you by enemy war 
machines. This tends to make the 
game rather frustrating, as the screen 
has scrolled on before you even get to 
see one pesky alien pop their space 
clogs. 

If you're the proud owner of a mouse 
or light gun and you're after a game 
to suit your neglected controller, Body 
Count might well interest you, but if 
you're a regular Joe Joypad you'd be 
best advised to look elsewhere for 
your blasting fix. 




Menacer and 
Sega Mouse 
owners are 
gagging for 
some software 
4 to make use of 

their spe¬ 
cialised con¬ 
trollers. Body 
Count is a pret¬ 
ty decent first- 

person perspective blast 'em 
up, but the problems with this 
type of game remain the same: 
there's never much to do and 
they're always extremely 
repetitive. Body Count is a 
good example of the aenre, but 
the fact is, I just find this type 
of game extremely dull. Unless 
you REALLY are desperate for 
some Mouse/Menacer soft¬ 
ware, I wouldn't go out of my 
way to check this out. 


Lethal Enforcers is 
just about the only 
decent game of this 
type currently 

’ i T w ( knocking about on 

^ the Megadrive, so 

Body Count doesn't 
really have much in 
the way of competi¬ 
tion to worry about. 
This doesn't matter 
much, though, 

because unless you've got a mouse 
or a light gun Body Count is quite 
unplayable. With Hie addition of one 
of the aforementioned peripherals 
the proceedings are far more enter¬ 
taining. 

Unfortunately, this format is incredi¬ 
bly limited, and after a couple of lev 
els you've seen everything. Unless 
you're desperate to support minority 
controllers, you'd be better off 
spending your money elsewhere. 





















A Shoot the aliens for points. 


A And what do points make? 


A But you get nothing for a pair. 


A Aim higher! Higher! 


A ...Not in this game! 


;AME OVi-m 












A Seen here is one of the game's bosses. Each boss 
has a number of weak spots which must be taken 
out in order. Unfortunately, it's impossible to defend 
yourself against the machine gun barrages of some 
of these giant creations, which is frustrating. 


A There are hordes of different power- 
ups on offer in Body Count, some of 
which are hidden in the background, 
and some of which float across the 
screen waiting to be shot. The better an 
icon, the faster it moves across the play 
area, making it harder to obtain. 


A Mi mi mi, alright my loves? 


A No! Lower! Lower! 


A Ooh, freeze! Freeze! 


Presentation 

Okay-looking inter¬ 
missions/ some 
agreeable options 
and neat in-game 


Average enough 
tunes and effects 
you'll be familiar 
with already. 


Originality: 

A couple of new 
ideas injected into 
the formula/ but 
nothing that really 
stands out. 


Playability: 

Easy to get into and 
enjoyable enough 
with non-joypad con 


Extremely impossible 
with joypad/ pretty 
difficult with mouse 
or light gun. 


Instability: 

If you've played one 
level, you've played 
'em all. Lack of vari¬ 
ety handicaps 
longevity. 


OVERMI: 

A nice try, 
and may 
be of inter¬ 
est to light 

g un fans, 
ut not 
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tonnnuES: 


C ast your mind back, if you will, back to probably before 
some of you were born.There was once a game which was 
the cause of much excitement., programmed by one Archer 
MacLean. 

The concept was pretty simple. You play the part of a robot space warrior 
equipped with a jet-pack, a radar, a gun, a deflector shield and a couple 
of smart bombs. Your job is to liberate an interplanetary base currently 
under attack from alien forces. There are several human hostages who 
need rescuing from the danger zone before the xenomorphs get hold of 
them, and then the remaining invaders require annihilation before you 
move onto the next, tougher wave. The locations of all the hostages and 
aliens are displayed on your wraparound radar monitor at the bottom of 
the screen. 

However, there are a couple of complications. For starters, your deflector 
shield has only a limited power supply, which is drained more and more 
as the game progresses, giving you shorter periods of invulnerability as 
the action hots up. Smart bombs are also hard to come by, and if your 
timing isn't perfect all your enemies leg it off the screen before you have 
the chance to hit the bomb button - resulting in a wasted screen-clearer. 
Now this might all sound a bit easy, what with no guardians and no land¬ 
scape to worry about, but the very sparseness of the levels and the sheer 
volume of enemies roving around makes for a very challenging game. 
However, everything is not sweetness and light in the Dropzone garden. 
For starters, the levels don't really change - this is a game for high score 
freaks more than anyone. The other stumbling block is the screen blur 
which accompanies the fast scrolling. 

None of this is to say that Dropzone isn't enjoyable, it's just that with a bit 
of thought these problems could so easily have been avoided. Dropzone 
is an excellent travel game, so if you mainly use your portable on jour¬ 
neys or to fill in time you'll get the most fun out of it. If, however, you like 
to sit at home playing your Gear for hours on your adaptor, you may 
soon tire of the rather samey challenge of Dropzone. Certainly worth at 
least checking out for shoot 'em up fans, though. 


▼ If you happen to have a 
blast-happy friend at hand, 
you may be interested in the 
two-player mode - featuring 
both players on one Game 
Gear! This is, however, 
because each person must 
take turns playing. Player 2 
does get kitted out in a rather 
fetching red spacesuit though. 


▲ Utilising the full 
power of the Game 
Gear, the deflector 
shield special effects 
are really something 
exceptional. Ah, only 
joking! As you can see 
from this here screen- 
shot, your little man 
just turns grey whilst 
lie flies about. 


There seems to be a bit of a trend 
f or converting ancient games to 
consoles at the moment, what 
f V * with Pacman, Space Invaders 
and such receiving the update 
treatment. Fortunately, Dropzone 

B is quite well suited to life on a 
hand-held. However, whilst the 
shooting mayhem is enjoyable for 
a while, the limited nature of the game 
means that you've literally seen everything 
after a couple of goes, which does knock the 
old Instability factor somewhat. If you're a 
fairweather gamer after a bit of shooting 
action, this should suit you perfectly. If 
you're after a longer-lasting game with 
more depth, though, there are better things 
s 


common 


I never played the original 
Dropzone on those old 


Dropzone on those old 
fashioned computer con¬ 
traptions way back in the 
sixties, so I wasn't tainted 
by any nostalgic feelings 
for the game. However, I 
did find it quite enjoyable. 

It's fast, the action is really 
hectic and even though the levels are 
basically the same, tne increasing diffi¬ 
culty keeps you on your toes. I'm not 
sure this game will appeal to every¬ 
one, but if you're a bit of a 'high- 
scores' freak then this is the perfect 
game to play on the move. However, 
I'd much prefer a Game Gear conver¬ 
sion of the real thing - Defender. 


Presentation: 

Rather crap title screen and not much in 
the way of options - or anything else for 
that matter. 


Graphics: 

Simplistic is not quite the word. Whilst the 
main sprite has been updated (a little) the 
enemies are the same little blocks they 
always were. 


Saund: 

A little on the dated side here, too. Old 
style tunes and minimal effects are the 
order of the day. 


Originality: 

Not,Tt must be said, exactly ground 
breaking. This is one of the oldest games 
ever and there's nothing really new been 
added. 


Playability: 

Fast moving with v 


J Fast moving with very smooth controls. 

However, the screen blur does mess things 
up a little. 


Challenge: 

Does get hard quite early on, with screens 
packed with aliens and an ever-decreasing 
chance of rescuing the necessary hostages. 


1 Instability: 

Won't stand many long periods of continu 
ous play, but is fine for a quick go every 
now and again. 


now ar 

IUERHLL: 


Not bad, but too limited for today's 
more finicky gamers. 































































H HHB| 4Mie heaps of related titles 
1 J H I I f " || I ma ^e it clear just about the 

||l B V’Jl B ■ whole planet has gone 

World Cup loony. 

England is of course the exception, 
thanks to the non-qualification-type 
debacle of this tourney, but that just 
makes these games all the more 
relevant - after all, it's the only 
chance anyone's got of seeing 
England getting past the heats for 
another four years. Or Scotland, 

Wales or Ireland for that matter. 

At least, this is what all those footy 
games manufacturers are obviously 
banking on, having gone into mar¬ 
keting overdrive to flog them. The 
latest of these titles, and the first on 
CD, is an update of the evergreen 
Sensible Soccer. Adopting the 
stance of "if it ain't not broke nor 
nuffink, don't fix it, guv'nor" the 
Sensible team have simply ported 
the cartridge version across almost 
untouched, with the intelligence of 
the auto keepers having been 
altered to make the game a little 
harder. 

The real differences here are in the 
presentation. There's something of a 

full-motion fest in the area, homeboys, with each new aspect of 
















▲ All the action from 
the Megadrive version 
is there. 


[OniROL: 


JOVPRD 


conimuES: 

snuEcnmE 




!. Sensi Soccer is one of the 
better football games on 
the Megadrive, and the 
conversion to CD is 
understandable. 

However, most people 
who wanted to buy the 

g ame will quite probably 
ave it on cartridge by 
now, so it's a bit late. If you don't FUtW4 i 
own a copy and you're in the mar- r 
ket for a soccer title, then definitely EL> E 
give this a go, because it's excellent. . PELL 
Don't go near this if you've already 3D: ,. DN 
got regular Megadrive Sensi though. nPT P ,i 


the game being introduced by a short video sequence. Whilst 
these are undeniably very pretty, once you've seen them a few 
times it can be annoying waiting for them to boot up off the disk 
when you really just want to get the options or the game itself. The other 
major presentation enhancement is the sound. Instead of the usual white 
noise crowd effect, those wacky Sensible types have sampled a real crowd 
and programmed their reactions to various events into the game. 
Unfortunately, the samples were taped at a Tranmere Rovers match - not 
exactly what you'd call high excitement - but thanks to the magic of com¬ 
puter technology (and double tracking) the assembled masses actually 
sound quite chipper, although slightly slow-witted due to 
the loading delay which means the crowd only react to 
any event about a second or so after it happens. 

Sensi CD isn't really going to be of much interest to 
those who already own the game on cartridge - it just 
isn't different enough to justify the cash. If, however, 
you're a Mega-CD owner and you're thinking of buying 
the game, this is the format you should go for - it's 
cheaper, a bit harder and much more atmospheric. 


m 


Presentation: 

Lots of lovely FMV intermissions, althoug! 
they do tend to get in the way when 
you're in a hurry to get to the game. 


ENGLAND 


Graphics: 

Small sprites and not much in the way of 
backgrounds make for graphical bland- 
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You can't beat a 
good bit of Sensi 
- that's what I 
say. In the 
longevity stakes, 
the cart version 
has more than 
proved its worth. 
Even now we're 
still playing both it and FIFA. 
Therefore I saw more than 
happy to check out this CD 
version. It's much the same 
as the cart game, apart from 
a few added bells and whis¬ 
tles. The intro is quite nice as 
is the addition of the CD 
sound. This had the potential 
to rival FIFA's incredible 
atmosphere and would easi¬ 
ly surpass it were it not for 
the CD access pause. Apart 
from that, Sensi CD is great. 





Sound: 

Sampled crowd sounds add a lot of atmos¬ 
phere, although the delay detracts a little 
ad the ball noises are a bit plop. 



Originality: 

WeHlTVs football. And it's not dissimilar to 
Sensible Soccer, it must be said. 




Playability: 

Very fast and instil 


Very fast and instinctive, with a great 
depth of tactical-like shenanigans for the 
taking. 


© 


Challenge: 

Harder than the cartridge version, and the 
top tournament on Expert level is some¬ 
thing of a challenge. 



▲ Here's one of the new animat¬ 
ed intros that proliferate the 
game. This one shows the 
Sensible Software logo floating 
handsomely across the screen, 
intercut with a goal being 
scored. It looks not unlike the 
credits for a TV footy pro¬ 
gramme. 



Instability: 

With two players,, this should last for 
yonks and yonks. With one this is still a 
pretty long-term affair. 


I 


4 


*1 


A top notch football title and no 
mistake. 








































































I ntroducing Mortal Kombat CD. Yes, now you too can swoon to 
the delightful singing talents of Sub Zero, Reptile and Kano as 
they bring to you their own personal selection of merry 
melodies. 

Sit back and enjoy all-new renditions of such old faves as Jeepers Creepers, 
Daddy Cool, I'm Gonna Run To You, The Flintstones theme tune and many, 
many more. And introducing for the first time, Goro — the 3,000 year old 
half-dragon with four arms - and the beautiful, but shy, Shang Tsung, as 
they sing the popular duet - A Whole New World. Recorded in glorious 
SOUND, this is a classic compilation you'll want to listen to time and time 
again. So don't delay, buy one today! 

Actually, that isn't what Mortal Kombat CD is at all. Nope, if truth be known 
it is in fact the game, Mortal Kombat - on a CD. But wait just a cotton- 
pickin' second, thanks to the extra memory afforded by modern CD technol¬ 
ogy, Mortal Kombat CD features a number of all-new extras. Now you can 
THRILL to the extra frames of animation on the main sprites which makes 
them move that much more smoothly, CHILL to the awesome CD-quality 
soundtrack which effectively gives the game all the authentic music and 
speech from the coin-op, and SPILL to the complete arcade intro sequence, 
complete with all the full-motion character profiles. Yup, it's all in there. 

So what we effectively have here is arcade Mortal Kombat in all its glory, 
right? Wrong. Unfortunately, Mortal Kombat CD falls far short of coin-op 
predecessor and is in fact, sub-standard to the Megadrive version. You can 
THRILL to the slow disc accessing which ruins any arcade feel whatsoever, 
CHILL to the way the CD music sometimes ends before each round is over 
and you can FALL ILL at the horrific full-motion video intro, which is possibly 
the worse quality FMV ever seen on the Mega-CD. So delay and DON'T buy 
today. 


A More detailed 
backdrops? Erm, 
nope. 


Extra charac- ^ 
ter animation 
is part of the 
all-new Mortal CD 
package, not that 
you can tell. 



A The full-motion video at the beginning 
of the game is hideously fuzzy and rates 
as the worst Mega-CD FMV yet seen. 
Worse still, FMV shots of the game are 
actually used. Why? Eh? WHY? 




A Thanks to the extra memory afforded 
by CD, Mortal Kombat CD features all 
the arcade cut-scenes. Well worth the 
wait as the CD loads them in. 




















































A All the hidden cheats from the Megadrive game are pre¬ 
sent, coupled with a few added extras. There is an all new 
'Turbo' mode which allows you to play the game at super 
speed and a 'Dad's Army' cheat where you can change the 
fighter names to those of Dad's Army characters. Um, great. 





Contrary to 
popular 
office opin¬ 
ion, I 
enjoyed 
Mortal 
Kombat on 
the 

Megadrive 
immensely, 
so I'm all the 
more disappointed at the 
shoddy piece of tripe called 
Mortal Kombat CD. With all 
the memory available it 
shouldn't be too much to ask 
for an arcade perfect conver¬ 
sion, but with the exception 
of tagging on the intro and 
sound, this is just the 
Megadrive game right down 
to the same sprite being used 
for Sub Zero, Scorpion and 
Reptile. Then there's the 
hideous disc accessing time. 
Not only does it take ages 
loading up each screen, but 
during the Endurance 
Matches it actually pauses to 
load the second opponent. 
And as if anyone would real¬ 
ly want to watch the old MK 
TV ad which has been tagged 
onto the beginning of the 
game. Well don't worry, you 
can't because it's too blurry. 
If you want Mortal Kombat, 
you'd be best sticking to the 
Megadrive version. It's a far 
more polished product than 
this tragic mess. 



I whole¬ 
heartedly 
agree with 
my 

esteemed 
colleague 
on this one. 
Mortal 
Kombat CD 
had the 
potential to 


_ 

be a real improvement even 
over the ace cartridge ver¬ 
sion. However, very little 
has been done to upgrade 
the game, apart from speed¬ 
ing the action up a little. It 
seems a lot of effort has 
gone into adding the FMV 
advert intro and devising 
new cheats, and not nearly 
enough time put into more 
important factors, such as 
reducing the chronic loading 
time problem. If you've been 
holding out for the CD ver¬ 
sion of Kombat the only real 
satisfaction you'll get is that 
the cartridge you'll still have 
to buy is now about a ten¬ 
ner cheaper in most stores 
than your friends paid for it. 
Hopefully Mortal 2 CD 
^should be a better effort. 



Presentation 


The complete arcade 
attract sequence is 
there in ail its glory. 
Unfortunately, 
there's an awful 
FMV intro before it. 


Graphics: 


Pretty much identical 
to the Megadrive 
version, although 
there are some 
minor improvements 
to the animation. 


If it's coin-op perfect 
tunes you're after, 
here's the genuine 
article. All the arcade 
speech is there too. 


Originality: 


Highly unoriginal. 
There are loads of 
beat 'em ups on the 
Megadrive and this 
one hasn't got any¬ 
thing over them. 


Playability: 


Responsive controls 
and arcade-perfect 
playability make this 
great fun, but there 
are some annoying 
loading pauses. 


Challenge: 


On a low difficulty 
setting the oppo¬ 
nents are easy to 
beat, but on a high 
setting they put up 
quite a fight. 


Lastability: 


The shallow nature 
of the game means 
you'll soon master it 
all. However, the 
two-player option 
does increase the 


game's longevity. 


, OVERRLL: 

This fails to 
improve on 
the 

Megadrive 
version. In 
fact, for all 
its new fea¬ 
tures it is 
actually a 
good deal 
worse. 
































































STREETS OF RRGE3 

SVSTEmmEDnDRIUE 

BVSECH 

Mr X and the Crime Syndicate return to the Megadrive yet again 
this month, for their third battle with streets vigilantes Axel and 
co. although it's pretty similar to the previous two Rage 
episodes, with little in the way of new gameplay features, this 
doesn't stop it from being simply the best scrolling beat 'em up 
on the Megadrive EVER! The levels are bigger and better than 
the previous Rage versions and the graphics are of top-notch 
quality. The game also utilises a whopping 24 Meg, with much 
of the memory spent on some superb sound and great inter¬ 
level story screens. Admittedly, if you weren't a great fan of 
Rage 2, they'll be little here to entice you, but for all avid Rage 
fans, this is an essential purchase. 

FIRST EnCOURTERillinRCH 

LOnC TERm [OmmEHIS: You'll finish it in no time, but 
thankf ally, that has no bearing an the game's testability. 
One to tome bark to Again and again. 

OUERMl: 90% 





PETE SnmPRHS 

minis 

SVSTEmmECnDRIUE 

BVCODEmnSTERS: 

After seeing half a dozen or so tennis games already 
released on Sega systems, you'd be forgiven for thinking 
that there's little more to include in another tennis sim. 
However, Codemasters have pulled out all the stops to 
produce perhaps the most playable and ingenious tennis 
game yet. Up to four players can participate in the action, 
via the J-cart - a cart which allows two extra players to 
plug their joypads into the top of the cartridge. The game- 
play is pretty smart too, with super-fast action, some great 
speech samples and untold amounts of playability. 
Admittedly, it doesn't build much on previous tennis sims, 
but it's definitely the slickest version seen to date. 

FIRST EIKOIMTER: nWRCH 

LOnC TERm [OmmEIIIS: Rs playable noui as the 
first time uie saui it. Of raurse, the four-player 
option is largely responsible for this, but neuerthe- 
less it's the best game of its type to date. 

0UiRDII:90% 



Ooh, it’s that cheeky wee Petey boy again. Don'tcha just 
love him? 


• Streets of Rage 3 - the best scrolling beat 'em up 
ever! 





































































Dune II - a brilliant strategy game for 
the Mega-CD. 




* ►START GAME 
flRTTflNS 
TUTORIAL 


on the Megadrive, Dune II is one of the most startlingly original releases we've seen for absolutely ages. 
Take control of one of three warring houses (Atreides, Harkonnen, Ordos) and battle it out on the desert 
world known as Dune. Harvest the spice melange, erect refineries, build your own war machine and wipe 
out the opposition! Great stuff indeed. 

Battle for Arrakis is definitely a strong mixture of Sim City along with the more conventional strategy game, 
but the fact that it is so easy to get into and so incredibly addictive makes this one hell of a cartridge and an 
essential buy. 

FIRST ElllOUniER: JIME '93 

lone TERm COmmEilTS: Strikingly original great fun, and a lot harder than when we first played 
it. Gets better with age. Totally brilliant. 


lomcm niLEV 

svsTEmmEcn-tD 

BVrSEGH 

One of the first Mega-CD titles to use Sega's new 
Cinepak, Tom Cat Alley features FULL SCREEN full- 
motion video. And that's just as well really - most of 
the gameplay also features FMV, and the game's 
atmosphere is something along the lines of Top Gun. 
As ace pilot Dakota, it's your job to rid the skies of 
enemy planes, and lead your country to glorious vic¬ 
tory - via some wicked action fighting and great inter 
level story screens. 

However, while the action is definitely adrenalin- 
inducing, the plot is totally linear and sadly, the FMV 
is still rather grainy. Some of the cut-screens of aero¬ 
planes exploding are also suspiciously model-like and 
of you're not a fan of FMV games, this won't offer 
anything spectacularly new. Still, we rather like it and 
as far as FMV goes, this is something of a leap for¬ 
ward. 

FIRST ERCOUnTERJanuary 
LORG-TERRI CORimERTS: Fairly challenging, 
although once it's been completed, there's not 
much left to hold your attention. 

OUERMLm 
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I PRIZE FIGHTER 



SVSIEmimECR-CD 

BVSEGB 

Biff! Whack! Thunk! Raging Bull in your bed¬ 
room (well sort of)! If you've ever wondered 
what it would be like to be on the receiving end 
of some top-notch boxing action, this is the 
game for you. The matches are played from a 
first person perspective, and every time you 
throw a punch, not only do your arms glide 
across the screen on front of you, there's also 
an FMV cut screen, showing the damage you've 
inflicted upon your opponent. Sounds good eh? 
Well, unfortunately, the action window is rather 
small, and as in most Mega-CD games, the 
accessing time is appalling. This results in a 
kind of stop-start affair, that after a while 
becomes frustrating and frankly, hardly worth 
the effort. A nice idea, but due to the Mega- 
CD's processing capabilities it doesn't quite 
work. Oh, and it's in black and white too. 

FIRST EIUOUIHER: FEBRIIRRV 
L0RG-TERR1 COmmERTS: Impressiue at 
first because it's fairly realistic. Howeuer, 
it soon becomes a drag, due to the small 
play screen, the accessing time and the 
limited gameplay. 

OUERDlL:S9 0 /o 



svsTEmniEGn-tD 
BV: UIRGII1 

Virgin are quickly proving to be a great source for 
Sega games, providing deep, innovative software 
as well as the more commercial products like The 
Jungle Book. Dune on Mega-CD is clearly an 
example of the former style of game. 

You ARE Paul Atreides, heir to the Atreides duke¬ 
dom and eventual leader of Dune's native fremen 
inhabitants. This game centres on Paul's life from 
the day he arrives on Dune. As Paul, you must set 
up the spice mining operations and win the trust of 
the fremen (done mostly through a Monkey Island 
style interface) as well as deploy your forces 
against the murderous Harkonnen (a conventional 
strategy style section for this part). 

Lacking a bit in action, but very enjoyable to play 
nonetheless. Dune also features some amazing fly- 
ing-over-the-desert full-motion video as well as ten 
minutes of footage from the original movie. 

FIRST ERIOUnTER: OCTOBER '93 


LORG TERRI C0R1R1ERTS: H long quest in there, 
but the appeal wanes after a few weeks of 
absorbing play. 


OUERfllL: 80% 



Cor! Real live boxing on the Mega-CD. Well, almost. 



• Dune - a wicked strategy sim that could possibly last you a 
lifetime. 


































Master System 



SVSTBT1: mRSTEH SVSTEH1 
BVrSEcn 

If bleepy blippy sounds and ambient dolphin 
cries are your thing, then Ecco the Dolphin 
could be right up your street. This converts 
really well from the Megadrive version, and 
although the graphics are a little on the 
rough side, all the brilliant gameplay from 
the original has been included. There's 16 
levels too, and with its blend of both puzzle 
and platform action it will keep even the 
toughest gamesplayer occupied for a few 
weeks. This is one of the best Master System 
conversions ever, and if you're a platform 
fan, this really is an essential purchase. 

FIRST ElUOUnTER OPRIL 
LOnC TERm COmmEniS:n really 
impressive ranversion that stands up 
to its 1Gbit rounterpart rather well. 

OUERML: 92% 
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svsTan.-cnmE gear 

BV: C0DBRR5IERS 
PRICE: £21.99 

CJ is an Elephant fugitive (unbelievable we 
know) determined to make his way back to his 
homeland in Africa. Armed with just a trunk-full 
of nuts he must face enemies in several coun¬ 
tries, all determined to recapture him, before 
he can rest in peace back in Ele-heaven. As 
with the majority of handheld titles, the action 
focuses around a platform adventure, and 
although this is your standard jump-and-punch 
affair, it's fairly good fun to play, and it's also 
pretty good value for money at just £21.99. If 
you're into platformers, or you're just after 
something with a short term satisfaction level, 
then this could be just the thing. 

FIRST EnCOIfflTERJRnURRV 
LOnG-TERm [OmmeiTS: Once yau'ue com¬ 
pleted it there's no reason to piny it again, 
but then for £21.99, that's not so bad. 



• You'll complete it in no time, but at £21.99 that’s not so 
bad. 




OUBUUl: 64% 











































































































SEGA IRAGAZIRE, ISSUE 8, PRICE £2.25. OUT JULV15. 
VOUR LIFE WILL ROT RE THE SHIRE WITHOUT IT. 


mot moniH 




SEGA IRAGAZIRE IS SVROVIROUS WITH THE ALL THE 
HOT 32-BIT EKCLUSIUES! REHT WORTH WE HAVE A 
mEGAORIUE 32 EHCLUSIUE THAT WILL HAUE VOU 
GASPIRG WITH SHEER RELIGHT! 


RUT WE AREN'T LEAUIRG THE 16-BIT mEGAORIUE 
REHIRO - FAR FROm IT. SEGA HAUE A 8USV AUGUST 
ARO SEPTEmBER LINE-UP ARO WE HAUE EHCLUSIUE 
ACCESS TO ALL IT. HOW ROES TRZ-WRRIR 2 SOURO? 
WHAT ABOUT SHIRIRG FORCE 2? INTERESTED? JUST 

WRIT URTIL REHT WORTH! 

. ..... 

ARO IF THAT'S ROT EOOUGH, WE HAUE OUR HARDS 
OR OR EHTREWELV HOT mEGAORIUE TITLE. WE HAUE 
SWORR HR OATH OF SECRECV, SO WE CAN'T TELL VOU 
ARVTHIRG mORE ABOUT IT URTIL REHT WORTH... 

BUT IT GETS TER OUT OF TER OR THE EHCITER1ERT 
SCALE-IF ROT mORE! 

• •••••••••• tt **««******** f *** 9if9 

BUT WE OREll'T TRLMHG ABOUT mORTRL KOIRBAT 
2... BUT STILL, WHAT THE HEV, WE'LL HAUE SOmE 
EKCELLERT PREUIEW COUERRGE OR THAT INCREDIBLE 
BEAT 'Em UP AS WELL! IS THERE RO ERD TO THE 
POTENTIAL OF THE REHT ISSUE? HPPARERTLV ROT. 


ODD THAT TO ALL THE USUAL KIRD OF EKCELLERT 
REUIEWS, PREUIEWS AND SHOWCASES ARO VOU 
HAUE AN INCREDIBLE COIABIRATIOR - INDEED, PROB 
RBLV THE mOST RWE50RIE SEGA mAGAZIRE OR THE 










IF YOU CAN'T STAND THE AGONISING WAIT OF A MONTH 
FOR THE NEXT EDITION OF SEGA MAGAZINE — HERE'S THE 

PERFECT SOLUTION! 


LOOK OUT FOR MEAN MACHINES SEGA, BRITAIN'S BEST 

SELLING SEGA MAGAZINE. 

AVAILABLE MONTHLY, TWO WEEKS AFTER SEGA MAGAZINE 
MEAN MACHINES FEATURES THE LATEST IN NEWS, PRE¬ 
VIEWS AND REVIEWS. 

MEAN MACHINES — FROM THE MAKERS OF THE SEGA 

MAGAZINE. 








CODEMASTERS - TEL: 0926 814132 FAX: 0926 817595 

© The Codemasters Software Company Ltd. ( Codemasters ) 1994. All Rights Reserved. Codemasters, Sportsmaster, J-Cart and Pete Sampras Tennis are trademarks being used under license by Codemasters Software Company Ltd. Sega and 
Megadrive are trademarks of Sega Enterprises Ltd. Codemasters is using the trademarks pursuant to a licence. * Ranked World Number One tennis player - correct at time of going to press. 


? most playable , easy to pick 
nd fun tennis game I've ever 


MEAN MACHINES 93% 


(Codemasters ) 


I Print 

iTuan 

1-4 PLAYERS 

PLUG UP TO 2 
EXTRA JOYPADS 
INTO GAME CART. 

No adaptor needed 


"The best tennis sim¬ 
ulation and a brilliant 
multi-player experience" 
SEGA MAGAZINE 92% 


'The only tennis game 
you'll ever need - 
absolutely brilliant!" 

SEGA PRO 90% 


Ranked number one* In the world, Pete Sampras can 
turn a ball into a ballistic missile. When he pulls the trig 
ger, your first priority is to get out of the way. 

Scorching serves, fearsome forehands, blistering back¬ 
hands and smashes to make a ball-boy wince. 

It's all here - full-blooded, full-on extreme tennis. 

Pete Sampras Tennis is packed with features like interac¬ 
tive sampled speech and realistic sound fx throughout, 
after-touch ball control, 18 different world loca¬ 
tions, action replays, action replays and a 
repertoire of shots British players would 
give both arms for. 

Pete Sampras Tennis comes on the 
new J-Cart, a revolutionary car¬ 
tridge with 2 additional joypad 
connectors built in for simulta¬ 
neous 4-player power! No 
adaptor needed - just plug in 
and before you can say 
"New balls please", up to 
four of you are giving the 
ball a serious thumping. 

The ultimate tennis 
game is here - except 
it’s not just a game. 

Have you got 
the balls? 


Megadrive out June 16. 
Game Gear out 
August 19. 















